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Welcome to the 
greatest retro gaming 
collection ever... 
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CANNER 
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elcome again to another bookazine that’s laden with classic retro gaming 
content. It's certainly been a while since Volume 3 appeared, but in that time 
Retro Gamer and retro gaming in general have gone from strength to strenath. 
We've spoken to numerous leading experts within the field, tracked down 
developers behind some of the world’s greatest games, and have even had the legendary 
John Romero guest edit an entire issue. Not bad going for a niche publication. 

The following tome contains some of the finest work from issues 50-67 — and a few earlier 
due to requests — and is not only overloaded with fascinating and informative features, but is 
also guaranteed to send your nostalgia glands into overload. The videogame 
industry is changing at an alarming pace, so rather than try to keep up, why not 
simply indulge in some of its greatest moments? Everything from a complete 
history of Commodore's Amiga range to behini-the-scenes glimpses of both 
Pac-Man and Space Invaders is included, so there's never been a better time 
to get up to speed on gaming's rich and varied past. 


Enjoy. 


The ultimate guide, 
to classic gaming * 
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intendo hasn't always 

waved the ‘family fun’ 

flag as vehemently as 

it does today, Indeed, 
upon its release, Metroid stood out 
from the kid friendly titles of the 
mid-Eighties. Nintendo's push into 
the children’s markot only really 
began later with the introduction 
of the Super Nintendo, which we 
suspect had a lot to do with the 
fact that Sega was grooming the 
Mega Drive to appeal more to adult 
gamers. In varying capacities and 
over several console wars, Nintendo 
clearly strove to uphold the family- 
based image it had carved for 


She's one of gaming's most iconic characters, but is / 
usually hidden inside her high-poweredfsuit. Stuart Hunt 
looks back at the continuing pioneering adventures of 

Nintendo’s very first lady, Samus Aran 


itself, but when it chose to dip its 
toes in ‘adult’ gaming waters, with 
Metroid, Nintendo proved it could 
do so with aplomb. 

The Metroid saga begins in 1965 
when, shortly after completing his 
degree in electronics at the Doshisha 
University in Kyoto, Japan, a young 
Gunpei Yokoi joined Nintendo. After 
a period dabbling with playing cards 
and electronic toys, Nintendo set 
its sights on the coin-op market 
and made Yokoi instrumental in 
spearheading that transition. While 
his name became synonymous 
with Nintendo's most successful 
hardware creations, including Game 


& Watch, Nintendo Famicom, Game 
Boy, and the company’s most 
high-profile failure the Virtual Boy, 
the Nintendo technician in those 
fledgling years also oversaw some 
of Nintendo's earliest Famicom and 
coin-op titles, and Metroid is one of 
his most popular creations, 

The game surfaced on Nintendo's 
Japan-only Famicom Disk System 
on 6 August 1986. The external 
disk drive that connected to the 
machine's cartridge slot ran off 
three-inch floppy diskettes. At the 
time of Metroid’ release, the new 
fangled add-on was struggling to 
strike a chord with Famicom owners, 


but with the extra storage capacity 
the disks offered, Nintendo knew it 
had the means to create two epic 
adventure games for its machine 
and hopefully turn the system's 
fortunes around. First up to bat was 
The Legend Of Zelda, and second 
was Metroid six months later. 

‘At that time, it was fair to 
assume Nintendo didn’t have a 
hard or fast plan for how best to 
market Famicom or its Western 
counterpart the NES, It would have 
been foolish to release only cute, \ 
kiddie titles on the machine and 
alienate potential older gamers so 
early in the console’s lif, and with 
games such as Casino Kid, Mad 
Max, Friday The 13th, Nightmare 
On Elm Street and Sweet Home 
appearing on the system, Nintendo 
fully understood this. Only with 
retrospect can we appreciate 
Metroidas a unique Nintendo game. 
Still, in terms of gameplay and 
design it was trailblazing, ambitious, 


Samus may have been the first strong lead female character in a 
videogame, but she certainly wasn't the last. Just check out these 
nemorable leading ladies. Easy, gents... 


JOANNA DARK 
FIRST APPEARED IN: PERFECT DARK 


TYRIS FLARE 
FIRST APPEARED IN: GOLDEN AYE 


LARA CROFT 
FIRST APPEARED IN:TOMS RAIDER 


PRINCESS PEACH 
FIRST APPEARED IN: SUPER MARIO BROS. 


Rare’s spiritual suocessor to ts hitsmash 
GoldenEye uppedthe ante inevery department: 
Aside from tweaking the game engine and, 
refining the multiplayer, Rare aso ditched one 
special agent for another. Bond became distant 
memory as feisty brunette — lator turned redhsad 
— Joanna Dark squeezed into atin cat suit and 
became a nin-up for N64 owners the world over. 


* ALYX VANCE 
FIRST APPEARED IN: HALF-LFE2 


This Fare makes up the party of three characters 
in Sega's swords-and-spells beat“em-up Golden 
‘Axe, She takes tha form of an Amszanian woman, 
in ared-ané-silver bikini who wields a sword, 

Her look seams to be based an Briggite Nielsen's 
character Red Sonja inthe fim ofthe same name. 
Like Samus, Tyrisis also an orphan fooking to 
exactrevenge onherparents' killers. 


SONYA BLADE 
FIRST APPEARED IN: MORTAL KOMBAT 


The wity, pretty, resourceful and intelligent, 
Alyx Vanes site high on our listo great female 
videogame characters. Very much the gil-next 
‘door type, she helpsus aut ofa few scrapes yet 
also shows usthe gentle and fragile side other 
character. The only drawback is DOG, her robotic 
bodyguard eapabl of rinpingthe guts fram a 
Stalker quicker than Gordon Freeman can work 
foutthe principal square root of rine. 


»Yoshiohas been behind neal aol the Metroid 
Silos, and spoke tous thie iesveaboutihe making of 
Super Metro on page $8. 
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Sony Biado ign'ttho soxies\-ooking female 
character ever designed, Infact, she kind of looks 
Tike she's just stepped out ofthe gym and is about 
to buy a Frappuccino from the neerest Starbucks. 

However, as a member of the US Special Forces 
and:with Ips thet cankill se's nat someone you. 
realy wantto mess with 


CC In terms of story, Metroid is 
far darker than any other 
Nintendo series 99 


and, lke its floppy stable-mate 
Zelda, offered console owners the 
then-unprecedented opportunity to 
explore the wonders of open-world 
environments, 

Perhaps the reason Metroid shares 
none of the chirpiness so piquant in 
later Nintendo titles is that Shigeru 
Miyamoto, the brainchild behind 
much of Nintendo's more childlike 
characters - including Donkey Kong, 
Mario and Yoshi — had no involvement 
in its creation. Arguably, his only 
contribution to the original Metroid 


‘When Lare swung onto our screens in 1986, the 
reaction was unprecedented. The genesis of 
the 3D platform advanture.game was one thing, 
bbutafrisky camera paired with atomb:raiding 
socialite with triangular boobs wes something 
else altogether. 


CHUN-LI 

FIRST APPEARED IN: 

‘STREET FIGHTER Il: THE WORLD WARRIOR 
Basically there's net a man under the ago of30 
who doesn't now the command for 8 Spinning 
‘Star Kick. The leggy Chun-Li was the original 16- 
‘it videogame pin-up and a firm favourite among 
both male and female beat‘em-up fans. Working 
for Interpol, she's on the casa bring down the 
cjime syndicate responsible for murdering her 
father. Can anyone see a patternemerying? 


was the hiring of designer Yoshio 
Sakamoto, who worked alongside 
Yokoi as director of the game. That, 
and Miyamoto's signature design 
style of course. It's rumoured 
Sakamoto was looking to make a 
name for himself at Nintendo and felt 
the best way to do so was to create 
games thet were unique and atypical 
of those being made by Miyamoto 
and his team Entertainment Analysis 
and Development (EAD). So, with 
the help of Yokoi, composer Hirokazu 
‘Hip’ Tanaka, character and scenario 
designer Makoto Kanoh, and Hiroji 
Kiyotake, who is credited with 
designing Samus Aran, Sakamoto 
set about making a game in strong 
contrast to Miyamoto's styie. 

‘When breaking down Metroid'’s 
theme, it’s clear from where the game 
drew inspiration. As fans know, Ridley 


Peach (aka Princess Toadstool) isthe perpetual 
kidnap vietim inthe Syper Mario Bras series. 
‘While that might not rai lite the characteristic 
ofa strong female character, over the years, in 
appearances like Super Merio Bios 2, the Mario 
Kartfranchise, and Super Princess Peach (in 
Which the tables are turned and she hes to save 
the plumbers); she became quitethe heroine. 


JILL VALENTINE 
FIRST APPEARED IN: RESIDENT EVIL 
‘The STARS opetativewith big pocketsand a 
firoaem from the outact became the first choice 
for many gamers on their first Resident Ev) 
playthrough. You see, Capcom ingeniously made 
the dificulty ofthe game representative of its 
two central characters the female Jill raking 
the mission slightly easier. She's since become 
‘one ofthe serias’ mest popular characters, 


Scott's sci-fi classic Alien played a big 
part in the look and style of Metroid. 
The game's grotesque alien designs 
look amazingly similar to HR Giger's 
classic creatures, and the levels 

share the bleak isolated appearance 
of the film sets. Moreover, the 

game's protagonist, Samus Aran, is 

a strong female central lead, much 

e Sigourney Weaver's character, 
Ripley, in the film, The revelation that 
Samus was female shocked fans in 
1986. Placad in contoxt, however, it 
was @ first for a home videogame 
series, and a revelation that was only 
revealed if the player escaped the self- 
destruct sequence within a strict time 
limit following the final confrontation 
with Mother Brain. The game even 
throws up a red herring by referring 
to Samus as a hein the game manual, 
although discrepancies between 


[GBA] Zero was fartatc remake othe aiginal_f 
NES gama, ut with spruced-upvieuals and en extra 
area tagged on tothe endofthe game. 


leogames and their 
instruction manuals are 
commonplace, so little can 
be read into that. As you 
can imagine, few people 
discovered the gender 
bender, only learning the 
_ truth five years later with 
the release of Metroid I! 
‘on Game Boy. 
Given its Alien- 
inspired story and look, 
Metroid became a huge hit in 
the West despite the US cartridge 
version being slightly inferior to its 
Eastern counterpart. Whereas the 
disk version featured an internal 
save game function enabling fans 
to effortlessly save their progress, 
ey Nintendo decided notto include a 
battery in the US cartridges and 


so the poor gamers in America 
( \ Y and Europe were left to use 


an archaic password system 
instead, However, as fans 
quickly discovered, despite 
the initial inconvenience 
of fumbling with pen and 
password, the save system 
\ actually brought with it its own 
\ benefits and led to one of the 
meet famoue videogame choate 
Vp, fal time. When inputted, 


the fabled ‘Justin Bailey’ 


Wil The Prine tilgy fnally 
ut Metra inside the eooic 
helmet of Samus Aran, 


ddel 


pea 


password code enabled players 
to start the game with an entirely 
dfferent-looking Samus: de-suited 
and complete with moss-green hait 
(hough the games depict her as 
bonde), a bright pink leotard and 
amed to the back teeth with power 
wos. However, as the internal makeup 
between the Famicom and NES differ 
sightly ~ NES being the lesser of the 
two machines, with fewer peripherals, 
region lockout and substandard 
sound output - Tanaka's wonderful 
amospheric score suffered slightly in 
the US translation. 

In terms of story, Metroid is far 
chrker than any other Nintendo 
series. Metroid follows the tale of an 
ophened bounty hunter known as 
Samus Aran, who, throughout most 
othe games, is concealed inside 
red-and-gold armour known as the 
Power Suit. In her first appearance in 
the original Famicom title, her skinny 
linbs, large epaceship-like head and 
apility to roll into a ball almost gave 
fer the look and feel of a robot 
bipedal insect light years away from 
the pretty young woman hidden 
vithin. In later games we discover 
that the suit is the creation of a 
peaceful bird liko alion opesioe eallod 
the Chozo who helped raise Samus 
atter her parents were killed by 
pierodactyl creature, and leader of the 
soace pirates, Ridley. Now a bounty 
hunter, Samus has devoted her life 
to the enslaving of space pirates and 
the destruction of the energy-sapping 
Parasites known as Metroids. 

While Metroid feels a little primitive 
by today’s standards, when returning 
to the game you'll recognise the 
srong formula for which the series is 
row renowned. A template of multi- 
ficeted gunplay, wonderful adventure 
and platforming gameplay, and a 
gipping narrative have helped the 
series endure for over 20 years and 
gin a passionate legion of Nintendo 
fans, And 
that's not all: 
tho Motroid 
gameplay 


—» 


THE COMPLETE HISTORY OF METROID 
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has since gone on to inspire the 
direction of many other popular 
videogame franchises ~ most 
notably Castlevania, The classic 
1997 PlayStation title Castlevania: 
Symphony Of The Night spawned 

the portmanteau ‘Metroidvania’ as an 
umbrella term for all the Castlevania 
titles that adhere to Metroid-style 
‘gameplay. 

Fans had all but forgotten Metroid 
by the time Nintendo finally released 
a Game Boy sequel five years later. 
And although Metroid il: Return 
Of Samus did gamer numerous 
plaudits and critical acclaim, the 
public seemed less enamoured with 
Samus’s portable outing, 

As well as appearing on a 
new console, Metroid Il was also 
developed by a new dev ieam: 
Hiroyuki Kimura and original character 
designer Hiroji Kiyotake both took to 
the cirector's chair. it's rumoured that 
at this time Yoshio Szkamoto chose to 
take a back seat from the series while 
he focused his attention on bringing 
together the right team and story for 
Samus’s Super Nintendo debut. 

But back to Metroid Il. The story 
this time centres on Samus travelling 
to tho Metroid home planot SR 209 to 
defeat the Metroid Queen. In terms of 
gameplay — probably in order to suit 
the attributes and technical limitations 
of Game Boy - Metroid ilis far 
more linear, which many fans found 
difficult to accept. The game features 
hardly any exploration, Samus’s goal 
being to simply hunt and eradicate a 
preset number of Metroids in order 
to progress. Augmenting the game's 
emphasis on action, Samus herself 
is bestowed with a bevy of new 
weaponry, and, when in her ‘ball’ 
state, gains wall-crawling abilities. 
Also, to compensate for Game Boy's 
black-and-white display, the Samus 
Varie Suit was also rethought slightly. 
At certain points during the game, 
Samus needs to switch between two 
different suits, so her Varia Suit had 
to be made distinguishable by dosign 
and not colour. This explains the 
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‘nly ne lacking Sekametsinvlverent 


oversized shoulders, a now-iconic 


look for the suit and Samus herself 


following the popularity of the 
Prime trilogy. The monochrome 
issue is also why Samus's arm 
cannon changes shape whenever 
she switches between its various 
fire functions. 
v Although it wasn’t as 
‘ commercially successful as 
Nintendo had hoped, and despite 
its linear approzch to gameplay, 
Metroid ll is now considered by fans 
asa great handheld debut for the 
franchise, and a tasty appetiser to 
what many would consider the 
. y pinnacle of the series: the 
aptly titled Super Metroid. 
Roleased for SNES in 
1994, Super Metroid proved 
another hit for Nintendo and 
£ its new 16-bit machine. With 
the directorial reins handed back 
( over to Sakamoto, and the fantastic 
story that delves a little more into 
‘Samus's tragic past, not to mention 


14 Sakamoto felt the best way to 
[make a name for himself] was to 
create games that were unique 


» [Game Boy] Mavoid it Return Of Samus, the frst potable Metro game andthe 


console, meant the stage was set 
for a raturn to form for the series. 
Following on directly from the events 
of Metroid II, Super Metroid followed 
Samus’s mission to hunt down her 
arch-nemesis Ridley, who has fled 
the newly rebuilt planet Zebes with 
the last remaining Metroid. Super 
Metroid gameplay recalled the 
labyrinthine caverns and open-worid 
gameplay of the original, only 
decorated with lavish colour palettes, 
detailed sprite work, and some 
extremely smooth SNES animation. 
‘Once again the series placed 
its emphasis on exploration, only 
this time inside screens teeming 
with secrets and hidden rooms to. 
explore. And like Metroid I, far more 
consideration was given over to 
‘Samus's weapons and suit abilities 
through various upgrades, which not 
only played a part of the gunplay, 
but also in the puzzle solving. And 
to round everything off nicely, 
Nintendo also introduced a roster of 
memorable villains for Samus to face 
as well as a return for the screen- 
smothering Mother Brain and Ridley. 
Featuring on the box art, Ridley is 
a character Sakamoto was hoping 
‘Metroid fans would most embrace, 
pulling out all the stops to make him 
integral to the story. At the start of 
the game, Samus arrives on Zebes, 


[il The attendon todetatin Conuption 
is staggering checkout the visoc 


‘s7 


where she discovers Ridley hes 
broken into the research facility, killed 
all the scientists, and stolen the last. 
remaining Metroid, which, at the 
finale of Metroid I, sho decided to 
save and mother - yet more Alien 
plot similarities. When Samus finally 
confronts Ridley at the base, after a 
quick fight he flees the facility with 
the Metroid in tow, leaving Samus 
mere minutes to escape before the 
entire place explodes. It’s an epic and 
memorable lead into the game and 
remains en iconic SNES moment. 

With an estimated 2 million copies 
sold worldwide, Super Metroid wes 
unlike anything else on SNES, and 
with Nintendo riding high on @ wave 
of success aftar the likes of Super 
Mario World, F-Zero, Pilotwings and 
A Link To The Past, SNES owners 
were eagerly waiting 1o snap up the 
next title to come charging from 
the publisher's stable. Looking like 
no other Nintendo game of itstime 
sorved tho game well as it stood 
out from the crowd, and when the 
positive magazine reviews started 
flooding in and word spread of its 
brilliance, the series’ popularity 
skyrocketed, But once again Metroid 
fans were forced to wait patiently 
before Samus resurfaced. 

It stil amazes many fans that 
Metroid never got a Nintendo 64 


release. After all, Mario, Star Fox, 

and even Pilotwings enjoyed 64-bit 
sequels, So why not Metroid? Perhaps 
the reasons lie with the hazy internal 
goings-on at Nintendo at the time. 
Following the commercial failure of 
Virtual Boy, Gunpei Yokot resigned 
from Nintendo and started up his own 
company, Koto Laboratory, before 

his tragic death in a road accident 

in 1997. With no leader at the helm 

of R&DI, it’s possible the Metroid 
series was put on a long hiatus while 
Miyamoto and Nintendo focused on 
their new console and also decided 
what to do with the Metroid franchise. 
Supporting this idea is Nintendo's 
decision to hand the serios over to 
‘American developer Retro Studios, a 
brave move that could have proved 
devastating for Metroid, 

Fans were concerned upon hearing 
that Metroid was going 3D, skipping a 
console war, and being handled by an 
external studio in the US. However, 
their fears were allayed when they 
learned that Sakamoto would be 
joined by Miyamoto in what marked 
his first direct involvement in the 
series. Despite being a colossal eight 
years in the making, the eventual 
game thot oamo from thie portnerchip 
was another glorious high for the 
series. Although it shirked numerous 
deadlines and was rumoured to have 
had a catalogue of issues during 
development, Metroid Prime, released 
for GameCube in 2002, was a perfect 
3D debut for the franchise. 

‘Metroid Prime marks a significant 
change in the series. Not only is the 
game 3D, but it’s also played from a 
first-person perspective, Interestingly, 
it’s widely reported that the first- 
person shooter idea was suggested 
by Miyamoto himself. Disappointed 
with Retro Studios’ efforts and 
the game's camera, he apparently 
ordered the developer to rethink 


[SNES] Sonus cefons her ach- ” 
eesti Sie Mero FP) ply 


the game, suggesting the action be 
played through the eyes of Samus 
herself and that the various suits 

be represented by coloured visors. 
The first-person shooter approach 
meant the attention to detail of the 
helmet's HUD had to be astonishing, 
and to Retro Studios’ credit they 

did a great job of making you feel 
like you're actually inside Samus's 
Power Suit - even when she did her 
ball-morphing routine and the game 
‘switched to third person. 

Prime, it seemed, had everything 
covered. And yet despite the bold 
change in perspective and the jaw- 
dropping visuals, what really made 
Prime so impressive was just how 
well the open-world gameplay of 
Metroid and Super Metroid had been 
carried across to 3D and the FPS 
genre. Such freedom was practically 
unheard of in the genre, in console 
‘games at least. Players could finally 
immerse themselves in the freakish 
world of Metroid, get inside the head 
of their heroine and get up close and 
personal with the game's monsters. 
Prime was well received by both the 
gaming press and Metroid fans in 
its day. In atime of less-than-perfect 
Nintonde titloo, ouch ae Supor Marie 
Sunshine, Star Fox Adventures and 
‘Mario Kart Double Dash!!, Prime 
stood out as the best GameCube 
game from Nintendo, And for a 
period, in the West at least, it was 
Nintendo's most important title. 

Given that the series was hitting 
the height of its popularity in 2002, 
it should come as no surprise that 
Metroid saw no less than five more 
games appear on various Nintendo 
consoles within the following four 
years. The first of these was Metroid 
Fusion, which was actually released 
the same year as Prime, While 
‘Metroid director Yoshio Sakamoto 
helped guide Retro Studios during 
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INES} The famous Justn Baily’ 
chaatuniocls a new Samus, eeled 
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THE COMPLETE HISTORY OF METROID 


Hunter for Hire 


Over the years, Samus hasn't just appeared in 
Metroid games. Oh no — her face has graced a 
number of titles, and not just in Nintendo games. 
Here are a few of our favourites... 


Samus has appeared in all 
three ofthe Super Smash 
Bros games. In Super Smash 
Bros Braw howaver, he 
appearin sixalternative 
suits, including her Zero Suit 
form, ivhere she ditched 

the tacky pink leotard fora 
fetching blue jumpsuit 


In Super Mario APG, Samus 
be soon tucked upin bed 
Inside Mushroom Kingdoms 
auestroom wearing 
suit, which we finda tle 

weird. Anyway, when Mario 
attempts totalk ta her, she 
H}  eplies “rmrestig up tor 

A Mother Brain’ 


This carly Came Sey 
features cameos froma 
whole hostof Nintendo 
superstars, Whea youwin 
«race, the game lashes up 
with @ celebration sereen 
showing either Mario, 
Peach, Bovrser, Zelda, Toad 
arSamus waving at you, 
which is jolly nice of thom. 


In Tetrisfor NES, another 
team of Nintendo charactore 
show up to congratulate you 
~thistime for your block- 
stackng ability. I's @ weird 
image: Mario loots miffed, 
Linklooks lke a gnome, DK's 
wearing a cravat, and Samus 
Is playing a cell. 


Jouper Motrold: 


yy 
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The Zero Suitis the blue jumpsuit Samus wears beneath her Power 

Suit Fans frst got to see the costume in Metroid Zero Mission on ar 
GBA alter successfully defeating Mother Brain The game then 
continues with a de-suited Samus. In het Zero Suit she s obviously 
‘more agilebut much less guarded against attacks. 


‘Tho Powor Suitie Samuc': étandard upgradeable ext and isthe ono 
‘she Starts outwith inthe first Metroid game, The suitis said to have 
been created by he Chozo, a bird-lke allen race that helped ralse 
Samus following her parents’ death at thehands of the neferious 
‘space pirate leader Ridley. 


"te q 


Mit, 


Making isfirst eppearancein Metroid hers't changed the Power . 
Suitto@ puis colou, and changing shapein Metroid: Return OF 
‘Samus-ithaslerge shoulder pada the Vara sutotfes Some fer . 
better protection trom enemy atacks and extrene environmental 
Conditions. Following Prme, t's now her most,conic gar A 
(2 e st 
» ‘An upgrade forthe Powe Suittound in Metroid Prime the Phazon 
Lie ‘Suitconsists of radioactive substance that smothers Samus's 
Ca ‘Outfit The Phazon Suit offers additional protection against damage 
\ and alsamakes Sams immune from the radiation givanoffby 
S F certain trains of Phazon 


Another upgrade forthe Power Sutisthe Gravity Suit, ASits name ; 
ute righly suggest, his armour offers Samus enhanced agiity y 
oven in water. The Gravity Suit so bings with the benefit yyy, 
of sligitly more protection than the Vatia Suit. This outfit’ first vy) 
sppearancewas  Supar Metroid \ 


‘The Dart Suitmadeits debut in Metiaid Prime 2:Echoosand is the 
first suitupgreda that Somus acquires in the gamo. The Datk Suits 
chief property is that it lssens the damage taken by the heath 
depleting Dark Vapours of Datk Aether's atmosphere. A very handy 
itm to have in your wardrobe. 


{As you can see, the Light Suit as a much sleoker appearance than 
the others, Not only does it alow Samusto pass safely through 

storns of ng particles in Metroid Prime 2: Echoes, but also J 
enables hero travel on Light Shafts to quickly move around the 
different areas ofthe game. 


Following the events ot Frime, the Phazon Enhancement Device 
(PED) Suit was built especially for Samus so that she couldsafely 
hamessand use the radioactive substance Phazon. Inthe game, 
the PED Suit sllowshor to go into a hypormodd! but at the costof 
/ © asab otenersy. 


“The Fusion Suitis the bizarre result of Samus being forced te bond 
‘wth a Metroid in ordorto save her fe aftor she contracted an X 
Parasite nfecton. The Fusion Suits actualy notably weaker than 
the Power Sut, butt does allow Samus to clinb walls and pull 
herself up onto ledges. 
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the development of MetroidS first 
three-dimensional outing, he had also 
longed to create a true follow-up to 
his magnum opus Super Metroid. 

Of course, he was keen to continue 
the story in two dimensions, which 
left him no option but to develop 

the sequel, titled Metroid Fusion 

(aka Metroid IV) for Nintendo's then- 
newest handheld Game Boy Advance. 
Fusion may have been the creation 

of Metroid stalwart Sakamoto, but 
the gameplay is more akin to the 
style and gameplay of Metroid I, 

In fact, the game is probably even 
more accessible and more linear due 
to the fact that Samusis joined by 

‘a. computer aide called Adam ~ said 
to be a robotic replicant of Samus’s 
old commanding officer —and 
progression is mission based, which 
nullifies any sense of exploration. 

The story datails how Samus is 
forced to fuse with the Metroid she's 
been fostering after returning to 
‘SR-388 and becoming infected by 
a deadly parasite, The result of this 
fusion gives Samus allnew Metroid 
abilities and a new underpowered 
suit: the Fusion Suit, which is less 
powerful than the standard Power 
Suit but doce offor addod agility. 
Presently, Fusion is the final Metroid 
game in terms of story chronology. 
However, in 2005 a DS sequel, titled 
Metroid Dread, wes said to bein the 
works, but more on that later. 

Two more Metroid titles were 
released in 2004. The first, Metroid 
Zero Mission, landed on GBA in 
February and marked a couple of 
firsts for the series. In keeping with 
the 2D Game Boy Advance titles, 
‘Sakamoto was in the driving seat 
‘once again, but this looked set to 
bring the original NES game 
right up to date with 
the graphical finesse <¢ 
of Super Metroid and 


Metroid Fusion. Zero Missionis a 
fantastic remake of the original NES 
game that makes wonderful use of 
all the extra power inside its new 
host console. It also has one rather 
special ace up its sleeve for fans: 
once Samus defeats Mother Brai 
the game continues to reveal an 
extra section that allows the player to 
control Samus in her Zero Suit, which 
is basically just a blue jumpsuit. 

Following the release of Metroid: 
Zero Mission, attention returned to 
the GameCube after Retro Studios 
released its three-dimensional follow- 
up to Prime the following November. 
Metroid Prime 2: Echoes was another 
‘excellent title only really let down 
by its disappointing multiplayer 
deathmatch section. Apart from 
that, the gameplay remained pretty 
much untouched from Prime. Retro 
Studios added some new enemies 
~most notably Dark Samus ~ two 
new Power Suits (Dark and Light), 
and a unique dark and light element 
to the gameplay courtesy of the new 
setting, planet Aether. 

Echoes retained the same level of 
quality of Prime, but sadly failed to 
garner the same level of sales at retail. 
And boing roloacod chortly after tho 
launch of Halo 2 certainly didn’t help. 
Following the release of Echoes was 
a bizarre but brilliant Metroid-themed 
pinball title for DS. The game. 
is said to have come about 
after Kensuke Tanabe felt r 
Samus’s ability tomorph : 


- 
THE COMPLETE HISTORY OF METROID 


mimes a 
EGGS mma) keg } 
ENERGY O9e7 OOO OO OO 


rr 


SNES} Suner Metodboasts 
same memarable boss enceanters, 
including Mother Bra 


Wil Sams made appearances in al tree 
‘Smash Brosgames, sign of how much ove 
inte has forthe characte, 


\ 


into a ball would lend itself 
to a pinball spin-off. He 
approached UK developer 
Fuse Games, who worked 
on Mario Pinball Land, to 
develop the idea. Packed with the DS 
Rumble Pak, Metroid Prime Pinball 
brilliantly fuses the world of Metroid 
Prime with pinball. t also makes great 
use of the handheld's dual screens 
and touch-sensitive abilities, whetting 
appetites for the first ‘proper’ Metroid 
game to appear on the sysiom. 
Unusually for Metroid, DS fans 
only had to wait a year because 
2008 Metroid Prime Hunters 
was released. Nintendo and Retro 
ambitiously dropped the handheld 
series’ traditional 2D side-scrolling 
perspective in favour of the throo- 
dimensional first-person shooter 
view from Prime and Echoes. On 
paper, with the DS stylus and dual 
screens, the new direction made 
sense, butin practice it didn't work 
as well as fans had hoped. While the 
gome did 9 great job of squeezing 
the atmosphere and gameplay of the 
GameCube titles into the humble DS, 


46 We're convinced Nintendo's 
most un-Nintendo series will 
continue to live up to its legacy 99 


the problems resided in the game's 
fiddly controls, which required a 
combination of both the D-pad and 
sylus to move Samus. To the game's 
cedit it does improve on Echoes 
lecklustre multiplayer section, and, 
control issues aside, it's still an 
enjoyable Metroid outing. 

The final game in the saga, Metroid 
Frime 3: Corruption, was released 
on the Wii in 2007 and represents 
the conclusion of the Prime trilogy, 
continuing six months after the 
events of Echoes. Taking its cues 
from Metroid Fusion, Samus is again 
irfected by a deadly substance - this 
tine the radioactive matter known as 
Phazon — and is now fighting to save 
tor own life while also trying to stop 
the Phazon threat from spreading 
tw other planets. Unlike Hunters, 
itdoesn’t suffer in the handling 
cbpartment, with many fans saying 
ithas the best controls out of all 
three games. Like the other Prime 
games, Corruption adheres to the 
coen-world Metroid formula and 
serves asa fitting end to what can 
only be considered one of the best 
vdeogame series of all time 

The only other Metroid title we 
siould pay tribute to is the still 
unconfirmed and rumoured-to-be 
it-development DS follow-up to 
Fusion; Metroid Dread. This portable 


title has been spinning around in 
the rumour mill since 2005, back 
when Game Informer announced 
Nintendo's Intelligence Systems was 
working on anew 2D Metroid game 
for DS, There is still no word from 
Nintendo whether or not the game is 
in development, but in 2007 interest 
was reignited when IGN discovered 
a telling message hidden in Metroid 
Prime 3 that read “Experiment 
status report update: Metroid project 
‘Dread’ is nearing the final stages of 
completion.” But two years on we're 
still waiting for the game to appear. 

The latest edition to the Metroid 
franchise is the exciting Metroid: 
Other M,a collaboration with Team 
Ninje that is due to arrive on the Wii 
in the Summer of 2010. In addition to 
featuring excellent looking combat 
that has elements of Team Ninja's 
Ninja Gaiden series in it, Metroid: 
Other Malso enables you to switch 
to the traditional Metroid Prime first- 
porson perspective, 

The Metroid series has gone 
through many changes since its NES 
debut, and while the idea of a talking 
Samus feels strange, we've every 
confidence that Nintendo and Team 
Ninje will be able to once 
again work their magic and 
produce another stunning 
Metroid adventure. 
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aldur's Gate stands 

as a true landmark 

in RPG history. 

The result of the 
combined brilliance of BioWare 
and Black Iste Studios, it not 
only brought the Forgotten 
Realmsto life like never 
before, but did so through the 
greatest implementation of the 
Dungeons & Dragons rule set 
ever seen in a computer game: 
the legendary Infinity engine. 


spiritual pr Fa 
Baldur's Gate solidified the revival 
atthe time avery 
This outstanding 
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‘These proud warriors are'the 
paradigm of all that is virtuous 
and good in the Dungeons 

& Dragons universe. Having 
lived such pious and noble 
lives, their chosen deity has 
bestowed upon them the 
blessings of a healing touch: 
and divine protection from 
evil I's fair to say that they 
probably wouldn't be the most 
fun at parties, though 


‘What would high fantasy 
tale be withast the essential 
wizards, wards, witches and 
‘warlocks? A 1ormal story, 
that's what. $0, of course, any 
Dungeons & Dragons party 
‘worth its sal has within its 
ranks one of hese revered 
practitionersof the arcane 
arts: Get on he end of one of 
their magic nissiles or fireballs 
‘and youl ceitainly know it 


‘As everyone knows, defeating 
crazed wizards and smiting 
evil all day long can be a 
rather dangerous job. With 
the NHS no longer providing 
health-care services to the 
‘Sword Coast area, clerics 
have become ever more 
sought after. Nowadays, 
even evil Drow elves such 
here have little 


‘The word ‘thief’ often carries 
with it negative connotations 
andis usually associated only 
with petty stealing. This paints 
an exceptionally unfair picture 
of these fine, upstanding 
members of society: they are 
also very adept at picking 
locks, setting and disarming 
traps, and moving about 
without being noticed. Also, 
stabbing people in the back. 


BEST ENCOUNTER 


BEST QUEST 


Once youhave uncovered the mysteries of the Cloakwood Mines, you 
finally find yourself able to enter the sprawling city of Baldur's Gato, 
home to Duke Eitan, the Flaming Fist, the powerful Merchant's League, 
and much more, Yet, despite four chapters having passed, you stl have 
a long way to go. A slew of NPCs with a wide variety of sub-quests, 
‘numerous unique shops and an intricately crafted plot all combine to 
‘make this an engrossing and highly memorable part of your journey. And, 
as you soon find out, Baldur's Gate's greatestsecrets lie notwith ts 
citizens, but are to bo found far, farbolow the city straots. 


‘Making full use ofthe licence, BioWare drew upon the existing Forgotten 
Reains canon and included afew cameo appearances by legends from 
the novels and pen-and-paper campaigns. While traveling south af 
Candlekoap, the party stumblas upon one of he most famous charactors 
from the background literature, Drzzt Do'Urden, The lone-wandering 
Drow elf has come under attack from a band of grolls and asks for your 
helpin the battle. In an example of good role-playing freedom, the player 
can then fight alongside Drizt or attack him and take his enchanted 
scimitars—two of the most powerful weapons in the game. 


Given the success of thettitle and the expandable desig of the 
underlying Infinity engine, Tales Of The Sword Coastwes inevitable. 
While notadding tothe overall Bheal storyline it did add new quest 
areas, with Durlag’s Tower being the main attraction. Steletons, basilisks 
and battle horrors are only the start ofthe foes you have to vanquish as 
you venture further into the brilliantly craftedlevels ofthe tower. While 
initelly on the hunt for a dwar's lost Soultaker dagger, the player can 
also pick up numerous sub-quests, making the whole experience of 
Durlag's Tower a rich and fulfiling extension of the main plot. 


BEST ITEM 


Choosing jst one item outof the mutitude on offer in Baldur's Gate 
‘was no ¢as/ task, butwve eventually decided on thislittle beauty, After 
slaying an ¢nkheg, one of those bothersome subterranean arthropods 
from the Svord Coast, you can take its shell tothe Thunderhammer 
Smithyin Brregost. There, the blacksmith Taerom will fashion itinto 
extremely fardy plate armaur for 4,000 gold pieces. Ittakes him ten days 
tomake it-butwe reckon that's coshe's using the down paymentto get 
pissed out c his skull fora week, spending two days recovering from the 
hangovor ard then banging tho armour togethor tho night bafor. 


BEST ENEMY 


‘Auge, evilwarrior who isin facta child of Bhaal, the dead Lord of 
Murder, Saevokis responsible for much of theills facing the Sword 
Coast. He'sio blame for Gorion’s deat, is behind the tainted ore causing 
the iron shatage, and has tias with the ever-growing bandit problom 
facing the region. Sarevokis a tough opponent that the player has to face 
more than ance during thei quest, hs incredible swordsmanship aided 
by his beingimpervious to magical attacks. What's more, Sarevok tas his 
‘own siniste reason for hurting down your character - but we won't give 
this away ir case you haven't played the game yourself. 
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‘An old mann red robes approaches you from time totime, asking 
probing questions and occesionally quiding you on your way. He seems 
suspiciouslyinterested in you and your now-deceased guardian Gorin, 
‘As ittums ont, this elderly fellows the legendary Eiminster, Sage of 
Shadowdalt, Popularised in the Forgotten Realmsnovels,Eiminster 
could be regarded as the official D&D homage to Gandalf ~a wise, well 
trevelled an! weathered old mage whose unassuming demeanour belies, 
the vast power he yields. Having Elminster himself pointing you along in 
‘your journe\ meant that you were a part of somathing epic indeed. 


What the 
mags said... 
ages ago 


Games First 5/5 


takes a genre to the next level 
Gamespot 9.2/10 


Baldur's Gate's a true classic 


Baines 


IN THE HNOW 


PLATFORM. PC 
‘DEVELOPER: BOWARE 
PUBLISHER: NTERPLAY 
‘RELEASED: (998 

GENRE RPG 
XPECTTO RAY AFEWOUD 
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ATARI ST 


IT WAS THE MACHINE. THAT SINGLE-HANDEDLY REVIVED THE FORTUNES OF AN 
INDUSTRY VETERAN. DAMIEN MCFERRAN SPEAKS TO THE MAN RESPONSIBLE FOR 


MASTERMINDING THE GREATEST COMEBACK SINCE LAZARUS 


INSTANT EXPERT 
Recording artists that have 
sea tne 91 Inciuae Fatboy stim, 
Mike Olafiald, UK one-hit wonder 
White Town and French knab- 
twiddler Jean Miche! Jarre. 

‘The machine was amazingly 
popular in Germany. where itwas 
used predominantly for desktop. 
publishing and CAD. 

‘The ST was the first home 
computer to feature builtin 

MIDI ports. 

Released in 1986, the 1040 

‘ST variant was the first personal 
‘computer to Include 1 MB of 
RAM. When the price dropped to 
‘3999 It famously became the first 
‘computer to break the $1,000/ 
megabyte price barrier. 

One early tagline for Atari's 

‘ST range was Power without 

the price’ 

Jack Tramiel included the 
Hobrow alphabot with ST's ROM, 
character set to respectfully 
acknowledge hie Jewish heritage. 
Because the Atari ST hardware 
does not support scrolling, many 
games used large borders or 
frames around the playfield to 
reduce the amount of data that 
needs to be copied. 

The last major gaming 

release for the platform was 
David Braben’s Frontier Elite I 
published in 1994. 

FTL'e eominal real-time RPG 
Dungeon Master made its debut 
‘on the Atari ST. 

The ST is home to what 

's arguably the worid's frst 
multiplayer first-person shooter. 
‘MIDI Maze used the ST's MIDI 
ports to permit up to 15 players 
to duke itout in a rudimentary 
3D maze. 


Te aeraatbrnencoebecnidn Yors, 


ollowing the videogame crash of the early- 

Eighties, Atari was in horrifying shape. The 

company’s failure to successfully build on 

the triumph of its popular 2600 console (a 

machine languishing in obsolescence by this 

point), coupled with a generally poer quality of 
software available had triggered a catastrophic neltdown 
that very nearly destroyed the entire videogameindustry. 
After the dust had settled, Atari’s parent corporation Time 
Warner had incurred a eataclysmic $500 million bss and was 
predictably keen to offload its flagging games division. What 
occurred next has gone down in videogame folkore as one of 
the most startling turnarounds in the history of the medium. 


Trading Places 

Fronically, the man behind the product that would restrrect the ailing 
‘od brane hod peeviaucly hoon Inemanaraal in eullrg tr forunog 
of the company, Shiraz Shivji worked at rival Commodore during the 
early-Eighties and helped build the C64 - the home computer that 
stole away vital market share from Atari's 400 and 80) range, as 
well as its 2600 console. “| became interested in electronics from 
my early childhood in Tanzania and my education in tre UK,” says 
Shiraz, when asked about how he became entangledin the fabric 
of Ata’ istry. attended the University of Southampton and 
obtained a First-Class Honours degree and then moved to Stanford 
University in the US to pursue @ PhD in electronics. | was granted 

2 master’s end pessed the qualifying exam but leit bore obtaining 
my degree as | was running out of funds. | started working in Silicon 
Valley and obtained experience in hardware and software.” By 1984 
Shiraz had risen to the role of director of engineenng st Commodore 
and it was at this point that fate intervened. 

Although Commodore was undoubtedly causing Aari some 
serious headaches, things weren't exactly harmonious in the 
boardroom. “Jack Tramiel was president and CEO of Sommodore 
and Irving Gould was the chairman,” explains Shiraz, ‘Irving was 
the largest shareholder and Jack was the second largest. In January 
1984 there was a showdown between the two af them over 
the role of Jack's sons at Commodore.” Polish-born Tramiekhad 
founded the company in the Fifties after enduring) particularly 
difficult early life (he was interned in Auschwitz concentration camp 
for five years during World War ||), so his insistence cn ‘keeping it in 
the family’ is understandable. However, Irving refused to budge and 
this forced Tremiel's hand, He called @ board meetingand tendered 
his resignation. “] was tremendously disappointed and shocked at 
this docison,” romombors Shiraz 

However, it wasn’t long before the two men werereunited. "! 
soon met with Jack and discussed the possibility of joining him if he 
was {0 Start a personal computer company,” recells Shiraz, “There 
were a number of senior execs at Commadore with experience in 
finance, manufacturing, design, engineering, marketirg and sales 


that felt the same way, so | told Jack he could count on a core 
team to start a company. At this tme Varner Communcations 

\was thinking of selling or disposing of Atari as it was losing a lot of 
money, Jack made an offer for the company by injecting $30 milion 
—$25m from himself and $5m from associates, such as myself. 
Eventually the deal was struck and thet is how | came to be 

the vice president of advanced development at Atari.” 


Rising to the challenge 
Having switched sides in dramatic fashion, Tramiel 
had a new company to command in the shape of 
Atari Incorporated. He now needed a product 

that would get he fim back on its fet 

Thankfully Shiraz and his team already 

had ideas forming. “The core team 
of engineers and developers were 
thilddy of tho nowt porooral 
computer,” Shiraz says. “The 
work on the ST didn't really start 
until Atari was actually purchased, 
but the main ideas of using a 32- 


Shiraz duly started work on the new _ 


bit processor as well as support for music 
and graphics were already important for us. 
codenemed ‘Rock Bottom Price’, or 'RBP’ for short— an 
indication of Tramiel’s desire to produce a cheap yet powerful home 
computer. "We moved everyone into the Atari facilities on Borreges 
‘Avenue in Sunnyvale in July 1984.” says Shiraz, who had to dig into og 
his own pockets to ensure development went smoothly, rola "Ty 
airine tickets and hotel bils for my hardware team using g oe 
personal credit cards and was not paid unt! much late 
real development began in August; we did’tusUally get eee . 
Tipm some nights, and sometimes, iwi Well after midnight.” 

This punishing schedule yasiffiade even more demanding 
because Shiraz «neywexaetly whet would happen if he failed to 
deliver the.goods on time. "If we did not come through we would 
jave'had to close shop,” he states, matter-of-factly "You can 
imagine | really felt the vory heavy burden of responsibilty. We had 
‘no choice but to deliver 3 product that was superior in terms of 
performance and price.” Amazingly, this intense pressure Seemed to 
bring out the best in the team. "I felt very confident end comfortable 
that | and the team Were up to the task," states Shiraz. "Afterall | 
had @ core hardware team of four engineers from Commodore that 
had werked for me in the past so knew what they could do. We 
integrated with people from Atari and had a very small but efficient 
‘team that worked very hard to get the hardware done in record time. 
‘Somehow, although there was much pressure on us, | did not have 
any sleepless nights, This is because of the trust | had in the team.” 

The engineers at Atari originally envisagad the machine as'a ‘true’ 
32-bit computer, but eventually compromised end settled for a 32-bit 
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‘Year released: 1985 
Original price: £749.99 
(with monochrome monitor) 
Buy it now for: £10+ 
‘Associated magazines: ST 
Format, ST Action, Atari ST 
User, ST World 

Why the Atari ST was 
great... Atari would stil be 
remembered solely as the 
company that flushed the 
entire videogame industry 
down the toilet in the eary- 
Eighties were itnot for the 
‘saviour that was the ST. It 
may have lost the war to 
the Commodore Amiga, 
but this legendary machine 
was the first true 16-bit 
home computer and played 
host to such seminal 
{games as Dungeon Mastor 
and Starglider twas 

also briiant for bedroom 
tunesmiths tharks to its 
builtin MIDI support. 
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xdern operating. 
‘Ateri wes contacted by Mict 
jon that the com 


its new home c 


fut whilo the porting took place, but the 
team (pictured above) succeeded. 


VERSIONS 
Atari STacy ed 


sortable 


be underesiimated. 


Atari STE (1989) 
The ST Enhanced was prety 
Aa “of the 
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ST Book (1990) 
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1 The ST's dstinctve masse was 
ny eyecatcing, but using itfor 
tong periods proved uncomfortable, 


processor that communicated through a 16-bit external bus (the 
abbreviation ‘ST’ actually stands for ‘16/32'). “We had a meeting 
with the CEO of National Semiconductor, who was anxious for 

Us to use their 32-bit NS3Z00 processor,” remembers Shiraz, "It 
tured out that even though the Motorola 68000 was a quasi-32-bit 
chip, the performance turned out to be as good, if not better than 
the National Semiconductor's true 32-bit chip, Motorola had a 
number of parts that they could not sell as one of the parameters 
did not fuly meet ther specification, but we found that this 
particular parameter could be ralaxed in our design and so we could 
use these parts that would have to be throvm away, saving both 

us and Motorola several million dollars.” Arrazingly, despite these 
cost-cutting measures, the ST was stil able to outperform more 
expensive rivals. “Our design was so optimised for performance 
and cost that you could emulate the Apple Macintosh — if you had 
the Apple ROMs — and an application would run faster on the Atari 
ST," rovoole 9 justifiably proud Shirss. 

‘As the project neared competion, Shiraz and his team started to 
realise just how amazing their achievement was, They had taken 
the ST from rough concept to final product in less than half a year, 
and when 85 per cent complete ST machines were shown at the 
CES show in 1985, it amazed the industry. “I was very proud that 
the team had accomplished so much in a short period of time,” 
says Shiraz. When the machine officially launched in May, it marked 
the dawn of a resurgence for the previously ailing company and 
it speaks volumes for the popularity of the ST range that when 
Tramiel took Atari public in Novernber, stock was selling for nearly 
triple its original price just a few months later. The ST had saved, 
‘Atari from the scrapheap, and all n less than half a year. 


Business or Pleasure? 
It may come as a shock to leam thatatié men behing the ST isn't 
much ofa gamer. “I'm nownté'games myself but | am quite aware” 
‘of what needs, to edone in the heldwate to create good games,” 
says Shiraz. “With the ST, the processor/memory bandwidth is 
highly optimised, leading to very fast graphical interactions. | think 
the entertainment software for the ST was reasonably good, but 
first and foremost this was going to be a consumer machine.” 
Despite this obvious focus on business, the ST played host to 
some truly groundbreaking pieces of softwere and received 
sterling support from the Ikes of Bullfrog (Populous), Spectrum 
HoloByte (Falcon), FTL (Dungeon Masten, Realtime Games (Camer 
Command), Argonaut (Stargliden) and David Braben (Virus). 

The ST may have been greet for games but it also proved to 
bo a hit with musical types, too, “Fight from the start we were 
interested in providing good musical capability,” explains 
“Since we felt that the Yamaha chip in the ST was not as strong as 
‘we would have liked, we thought that we should put in an interface 
for external music access. We found that we could co it rather 
inexpensively using a Motorola serial chip and a connector for the 


1 The ST's TDS (Tamil Operating Sy 
inal hed greengion 
MIDI-port. Thetotal cost for this was 75 cents, The biggest problem secs 


\was finding the space for connectors in the back. Muscians found it 
@ great and inespersive MIDI instrument.” 

Sadly, it didr't take long for Commodore's Amiga to overshadow 
the ST and as the Eighties drew to a close Atari's machine was 
starting to trail ts opponent. US sales dropped aff dramatically, 
but ir rope he machine remained a healthy success. Shiraz 
has his own thaory on this cisparity: "The reason is very simple 
—distrbution crannels, Atan did not have any distribution channels, 
to speak of in he US. In Europe, on the other hand, we had a great 
cadre of ex-Conmodiore people and dealers that we could use.” 

Ironically, considering they were locked in battle for much of the| 
life spans, the Atari and Amiga ave intrinsically linked. “Jay Mingg 
was at Ata‘ inthe old days and was involved in the design g 
products,” expains Shiraz. "He left Atari to design the Ag 
had funded sone of this effort and had an option to. 
and when wo ‘90k over in July 1084 tho firot ord 


Amiga was no quite ready and would 
acquire. We decided to pass, but th 


Serene eats eA 
including the anbitious Atari TT and Falcon, but neither of mese met 
‘with any depres of success, “The problem was that Motorola had 
lost the processor lrattle,” comments Shiraz, "The TT was based 
on the Motor’ 68930, 2 successor fo the 68000. This processor 
was clearly inferior to the 386 and 486 from Intel. Thor was no 
Way Atari couk compets with Motorola processors.” In 1993, Atari 
pulled the plugon its range oF home computers in order to focus its 
attention 09 the ilHated Jaguar console and sank once again into @ 
period of recession 

Having created one of the quintessential heme computer 
platforms of the past 20 years, what memories does Shiraz hold 
doarest aftor al this time? “The teamwork was outstanding,” he 
feplies. “Even oday most of the members of the team look very 
fondly at that tme as the best years of their lives, The total harcware 
development was done in the space of five months, | have not seen 
such an acceleated development for such a complex project in that 
amount of time 
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PERFECT TEN GAMES 


There were so many greatgares released for Atari's ST. Sure, many of them also appeared on its more powerful 


Commodore rival, but, 
Asi 


al honesty, many of the gam 


OIDS 


> RELEASED: 1987 

» PUBLISHER: FTL. GAMES 

» CREATED BY: DANHEWITT 

BY THE SAME DEVELOPER; CIAOSSTRIKES BACK 

OU erase eenrems 
say that this Thrustclove by Dan Hewitt is probably 

the best game of its type. Piotinga triengular V-vi 

fighter, your job was to trav 


ety of hostile 
to liberate the titular Oids 
slaves. However, working, 


janets 


droid 


je planet 


27g 


al pull of the planefs surface, which at 
its sharp, mourtainous rraws. On 
ad to deal with odes of 
' ranidly deplet 


mmpied to 


youalso 
spacecraft and your sh 
icing on the cake came in the form of a nifty level editor thet 


d you to effer 


sly rrock up your own 
> play through, 


MIDWINTER 


» RELEASED: 1989 » 
» PUBLISHER: RAINS RD » 
» CREATED BY Mik 


by Midwinter’s corr 


ity, 
bout those who invest time ino the 
Fe greatly re 
Midwinter, a sprawling istanc 
inside harsh snowy wastelards, t 
+ must try 10 stop ¢ matiacal 
peneral from overthrowing tte snowy Bill Du 


iga versions, If we've nissed any classics, why not submit them in the form of a pr 


HARRY AENEAR 
IDOLEEARTH » BY THE SANE DEVELOPER: @ 
(03 Many proste are tat OA trentestorscan 


fuses elements of Pa 


Bomberman, Gauntlet time travel and sino 
nen you should track 8 


down Time Banefit Debutin 


7, ts authors, 


levy end Harry Lafnear, set 


red here proved to be as good, if not better than the 
file at vwwretrogamer.net 


XENON 2: MEGABLAST 

RELEASED: 1969 

» PUBLISHER: INAGEVORKS 

CREATED BY: NARTIN DAY 

BY THE SAME DEVELOPER, CADAVER 

02 resets 
‘em-up franchise was entrencl 


ing visuals and a punchy 

cian Tim Simenon (aka 

Playing slightly cifferently 10 its predecessor, however, 

af the original, but would drop the vehicle-shifting and 
ing for an Unusual Unt 

nique vertical-scroling pe 

ull the camera backwards. 


lusa 
allowed players to 


le Xenon 2; Megablast foe's 


somewhat sedete when compared to 


the game stil proves to be a 
this Atari ST ports just sublime 


NO SECOND PRIZE 
» RELEASED 1992 
PUBLISHER: THALION 

» CREATED BY: CHRIS INGEN 


No Second Prize wos a « 
motorbke racer tha 


1g ported to inaly 


Balstering its lavishness wee it 


neat vector 20 


iphics, a finely 


3. Playing the role of about refining it briianty with th tuned! dfficulty curve and a sublime 
officer, your mission is to englore ‘As a treasure hunter, electio-fock soundvack by one of 
the island, evede enemy troqps, and your mission the most established compo: 


enlist the support of the 
Played out through afirstp 
perspective, Midwint 
and bitter envionment won' be 10 


isth 
homage t0 ¢ 


everyone but it's dein ‘Shadow 
a place th a send-up of 
strategy fa maze cle 


ANDIT 


distinct worlds to cole 


id for example, is clearly 
'spiltchompng 


the ST scene — oh and you could edit 


(itwas one of the eartiest games to 
Jet you do that). If you'e locking for a 
‘feat allernative to the excelant Stunt 


(Car Racer then you should realy » 


fan. ‘out this overlooked ST classic 


LETHAL XCESS 


CAPTAIN BLOOD 


BLOOD MONEY 


» RELEASED: 171 » RELEASED: 168 » RELE/SED: 1989 
>» PUBLISHER: ECLIPSE SOFTWARE »» PUBLISHER: MINDSCAPE » PUBLBHER PSYGNOSSS 
>» CREATED BY:LLAUS HN. >» CREATED BY LEP ULKEH » GREAED Br UAV) JONES 
® BYTHESAME DEVELOPER: STONEGE BY THESAME DEVELOPER: CT BY THE SAME DEVELOPER: OEP 
OG Yetarether ST cess Lata! ae tie 

Nees is a masterpiece on The prospect of getting We were toying with puttna 


the ST that pushes 
boundaries to the limits. While there 
ext far better examples ofthe 
top-down vertical shooter (we've 
gata making-<f one of them inthis 
issue), Lethal Xcess's greedy looking Blood, and th 
and frenetic kl-everyting: 
that moves gameplay stuck a chord 
with ST owners. A sequel to anathor 
Lnderappreciated top-down vertical 
shooter caled Wings Of Dean, 
boasted a neat two- 
player made and a novel 
system that alowed you to power 
up your power-ups. But even with a 
pal and a super weapon this game is 
hardor than pure maths, 


STARGLIDER 


» RELEASED: 1786 
PUBLISHER: ARGONAUTSOFTWARE 
> CREATED BY: JEREMYSAN 

>» BY THE SAME DEVELOPER: STARFOX 


09 Sea ctirpenmt Satna eatont aes 
Starglider clearly has the company’s 3D vector stamp 
all ver it. Your mission was to traverse the planet of Novenia 
and blast away any and all alien craft from inside your AGAV 
or Arborre Ground Attack Veticle. Inspired by Jeremy 
Son's love of Atar's brilient Star Wars coin-op, Stagier 
tbeceme ¢ high-profile release and a big hit after itappeared 
in cut-down-fa-tell-competiton form on popuiar children's 
telovsion show Get Fresh Packed with a 64-page novella, 
which was sorbed by fiction author James Follett, Staple 
was an engagng space blaster that slotted nicely between 
the fast-paced arcade action of Star Wars and the immersive 
reaches cf the more strategic Ete 


chnical sucked into your awn 
videogame is one that few 
programmers — other than the team 
behnd Rumble Roses — would relsh, ie 
but this is the dilemma facing Captain 
only the 

‘After being zapped inside 


he's been cloned and each of his, PeType cor 
cdoppelgangers are leeching off his 
life-mojo. I's up to you to travel the 
galaxy, decipher peculiar alien text 
power-up and track your targets before it's too 
late. A mix of Tron and Bladle Runner the wall, 
with some Giger-style imagery and 
Jean Michel Jame tunes thrown 
in, Captan Bloodis a gleomy but 
atmospheric RPG classic. 


Rijypeon ts lst, 
David Jines’ Blood Money was the 
marginay better sde-scroting blaster 
smosther, looks arrazing and has 
an innowstive gameplay mechanic 

tart of h ‘where cortain enemies woud rather 
pilfer your pockets than cause you 
damage Anyway, stickng with the 
parisons, Blood Money 
can bestbe described as lrem's 
game bit set underwater. Contraling 
2 chubby looking red submarine, your 
mission was simple: avoid hitting 
shoot anything that moves, 
collect the cons and kitout your 
vessel vith all manner of power-ups. 
Blood voneyis simple, sublime fun 
Be warred, it's no doozy, 


DUNGEON MASTER 


>» RELEASED: 1987 
» PUBLISHER: FTL GAMES 
>» CREATED BY: DENNISWALKER (DUGBELL 
» BY THE SAME DEVELOPER: HVO70FOOL 
TOS re tates est prea RPS 
that coved atmosphere, bagged itself @ trove of awards 
and went onto influence a swahe of dassic RPG biliance, 
including the likes of Lands Of lore and Eve Of The Beholder 
The game is a brilant portent o 30 labyrinthine levels, 
‘wonderfully imaginative creature designs and accessible 
RPG elements. I's brillant innitive mouse-centroled 
interface, obvious colourful vsuas, fantastic stident score 
and real-time combat, helped te make it a huge success 
around the world. The game spawned four 
sequels, wih the latter, Dungem Master Nex.s, finding an 
exclusive tease on the Sega SStum, a game fat never 
founda release cutsice of Japan 
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Often seen as a poor man’s Amiga, the 
Atari ST nevertheless had a fantastic 
assortment of games available for it. 
Here then is a selection at some of its 
very bestand titles. 


Special thanks 1o AtariLegend.com 
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The Making and | 
Remaking Of.. (— . 


THE MAHING 5 pole OF: PAC ale 


= 
CRAIG GRANNELL TALKS TO TORU IWATANI ABOUT HOW HE CREATED 
| THE MOST ICONIC CHARACTER IN VIDEOGAMES HISTORY, DEVISED ONE 


". , OFTHE MOST ENDURING AND COPIED GAME FORMATS, AND HOW HE g@ IN THE HNOW 
REVISITED HIS CREATION FOR XBOX 360 a i 
a 
ith modem-day game characters often being pen, whereuponit’s reborn 
designed and scripted to ape Hollywood movie This gentle, good-natured gamepley was no accident, as the 
stars, it’s pleasing to note thata yellow circle game's designe’ Toru Iwatani explains. “In the late Seventies, gy 
with an insatiable appetite remains the most __videogame arcatles, which in Japan we call ‘game centres, 
enduring videogaming star to date. After all, were just playgrounds for boys, and the 


which gamer hasn't played some variant of 
Pac-Man? According to a May 2008 report by 
the Davie Brown Celebrity Index (dbireport.com), 
which scores celebrities to evaluate potential 
product spokespeople, Pac-Man was recognised 
by 94 per cent of US consumers, outstripping 
even Mario. Pac-Maris appeals, ironically, akin 
to Hollywood heavyweights like Tom Hanks and 
Will Smith, 

Part of this appeal is no doubt down to the fun, 
peaceful nature of Pac-Man and his actions. He 


only videogames on offer wore brutal affairs py 
involving the killing of aliens,” he remembers. 

“My aim was to come up with a game that 
had an endearing charm, was easy to play, 
involved lots of light-hearted fun, and that 
‘women and couples could enjoy.” 


pe © PUSHER: comonay 
‘© DEVELOPER: NAMCO 
© RELEASED: 170 


It’s pizza time 
twatani started thinking about videogame 
ideas in which the key word was the verb 


‘eat’. And, yes, the pizza rumours largely true «MM FEATURED PLATFORM: PACMAN 
‘ARCADE (WHICH WAS SUBSEQUENTLY 


explores a simple maze, munching dots, pursued —»Tor: watiniwit an atogetercuiiier —-— suitably, while at a lunch, a fast-food favourite SS RERTENTG RRS 
by a quartet of cartoon ghosts. When Pac-Man __versonolBinky/AKabei alongwitnsimiary forever changed the course of gaming history. SYSTEMS) 

eats one of the maze’s four power pellets, the a “With ‘eat’ established as the key word, ashape Ml @ genre: arcane 
ghosts turn blue and flee, having suddenly become edible and caught my eye," recalls Iwatani. “| had ordered a round pizza, and 


: ‘ SOUS IY Seo eee nee © Exrecttopaicia 
decidedly non-threatening. However, even when a ghost is it was missing apiece.” In a ‘eureka’ moment, lwatani says, “the FOR A CABINET: SOP: FOR 


consumed, its eyes ‘escape’, hastily retreating to the central ghost shape of what isnow Pac-Man flashed through my mind.” WE boveconversions 
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= 8 8 @ 
Hack-Man 


With its efficient, simple 
gameplay and aesthetics, 
Pac-Man was popular fodder 


Basic hacks involved minor 
gameplay tweaks, such as 
speeding things up, while 


messed about with the maze, 
graphies and sound. adding 


polish a veneer of sticky and 
‘semi-random eigital jar. 
The hideous Joymen, with its 


layout, most notably kicked 
Pac-Man in the head with all 
the subtlety of a size-ten boot. 


are those that respect the 
‘original formula - Hanghy- 
Mar/s amended mazes - but 


Removing the maze and 
shifting the setting toa 


cevern - the eponymous 
piranha pursued by ravenous 
‘octopuses gives the game 
an ede interms 
originality that other hacks 
typically lack, 
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The Making and 
Remaking Of 


PAC-MAN 


for the hacking brigade. : 


slightly less basic hacks a 


tothe original game's pristine 
a 

ahastly audio and broken moze gg 
Themostefiective hacks 


GUs Rranhais an exception, 1 | 


claustrophobicunderweter 
a 


offocus end gy 


Wh Pac Man 
Lt 


Even in those early gaming days, videogame characters 
had a little detail, but Pac-Man was forever destined in his first 
incarnation to remain a yellow cisc with a basic mouth, like an 
incredibly simplified version of lwatani’s lunch, He notes that 
‘some suggested at the time that other components should be 
added, such as eyes, but then there would be no end to the 
adcitions. "As design concepts, bath Pac-Men and the ghosts 
have a simplicity and endearing charm,” Iweteni says of his 
decision to keep the graphic design streamlined, also suggesting 
that the visuals of the game helped it appeal to female gamers of 
the day. 

The elegant clarity of the character design also influenced the 
game itself. The food for Pac-Man to eat was initally strewn all 
over the screen, but lwatani was keen to ensure gamers would 
immediately know what to do. “| wanted to simplify gamepley 
‘operation, end so the idea occurred to me of constructing a maze 
in which movement was restricted to the four basic directions 

— up and down, left and right,” he says. With this structure in place, 

the game's objective became more obvious, and the 

lead character soon gained his moniker, 'Pakku 

Man’, based on Japanese slang ‘paku-peku’, which 

describes the sound of the mouth while eating. 

(The orginal game's title subsequently became 

Puck Man. The US publisher, Midway, renamed it 

Pac-Man to stop wily hoodlums amending the 'p’ 

in ‘puck’ toan ‘.) 

With the game's basic content dealt with, lwatani 

realised it wasn't yet much fun, and so enemies ware 


manual 39 


a var tess abut 
theso a0 oa ea operetad 
jane history and ‘ame ofthe ceria 


= 


') 661 designed the game so 
any wae and either sex 
a without reading a game 


added to the mix, providing tension and excitement, and making 
it a challenge for players to grab food from the maze. Unusually 
{or the time, |watani not only developed rudimentary artificial 
inteligence for the ghosts, but ensured each one had its own 
personality of sorts, due to moving and attacking Pac-Man in its 
own way, “The adversarial TV cartoon Tom And Jerry helped 
shape the relationship between Pac-Man and the ghosts," recalls 
Iwatani. "Had the programming been such that the four ghosts 
constantly attacked Pac-Man’s present location according to the 
same algorithm, the ghosts would look like a string of beads. 
Where's the thrill in that? So | introduced A-type algorithms that 
had the ghosts coming at Pac-Man from all directions." 


Roll call 
‘And so we were introduced to Blinky, Pinky, Inky end Clyde 
(Akabei, Pinky, Aosuke and Guzuta in the original Japenese 
release). According to lwatani, the ghosts attack in waves, before 
dispersing and attacking again, which givas the player some 
regular breathing space and appears more organic than 
the kind of incessant attacks that had plagued earlier 
arcade games like Space Invaders. (Over time, 
these waves are harder to identify, and the ghost 
attacks bacome swift and relentless, somewhat 
contradicting Iwatani’s desire for a non-stressful 
‘game, but providing a necessary long-term 
challenge for seasoned players.) Although gamers 
often disagree with exactly how the algorithms 
work in practice, lwatani has in the past stated that 


rs of 
play it 


TORUIWATANI 


THE MAHING & REMAHING OF: PACMAN 


a a a a a a 
Blinky is designed to chase Pac-Man, but that 


Pinky's goal is to aim just in front of Pac Man, . Conversion capers 


hence why the two often seem to ‘sandwich’ the 


hero. Th it of Ink; id Clyde is it t) a . 
rations tie ord raul bang har seen oe With myriad Pac-Man conversions available, we look at 
Tauleded wa petiaal Wey rethierthan’ ys robot m the most curious examples 


pre-defined manner. 
The attacks aren't entirely one-sided, however, 

as noted earlier, the maze contains four power a 

pellets, which temporarily transform the ghosts into 

a ‘scared’ blue form, enabling Pac-Man to tum the 

tables, hunt and eat them. “The inspiration for the power peliet a 

\was the spinach in the TV cartoon Popeye,” explains lwotani 

"The power pellets didn't exist in the planning stagesat all— they 


emerged during the development stage as a feature for turning | | 
the game around, and made the game vastly more Interesting.” 

Although the completed Pac-Man ended up shipping well 

en vi © ATARI 2600 €vic20 

vet chert ot 8 milion units fasten nates Hiet tbe name DO er teaetity ceak yer meee While most VIC 20 owners had Atarisoft's dire 
impact wasn't immediate: “in Japan, the game met with a an ‘Atari National Pac-Man Day’, this conversion —_ conversion, Japanese Commodore fans were 
lukewarm reception at first, but it then proved to be a long seller supposedly resuted fram marketing pressure. A —_ enjoying HAL Laboratories’ supericr take on 
over several years.” Amusingly; its success in the USA also took l_lickerina mess, the aeme’s dreadful maze layout PacMan. Commodore renamed the game Jelly 

bool , with ‘6 , time judging Rally: and ropey gameplay led to a shortfall in sales, ‘Monsters outside of Japan, but fell foul of Atari's 
Deck by eliples Wan orrot e uus mina Rusa Day yn with five million cartridges left gathering dust. legal hammer of doom, and withdrew the game. 


bbe 1980's game to watch. However, lwatani’s ability to attract all 

kinds of gamers, rather than just teenagers keen on blowing up a 

aliens, hit home. “Overseas, it was 2 massive hit - people who 

normaly didn’t play videogames became avid fens, and there 

was much media coverage of the playing of Pac-Man,” he recalls. 
‘The game has also stood the test of time, being converted 

to myriad platforms, and it regularly appears on compilations 

and various online services to this day. “I designed the gameso gy 

that players of any age and either sex could play it straight away, 

without reading a game manual” says lwatani of his creation's 

enduring popularity. “The game also contains numerous detailed gy 


stratagems for reading the players’ psychology.” € MsX © FUJITSU FM-7 
Perhaps unsurprisingly, Iwateni claims he'd not revise his Namco’s 1984 MSX release eschewed the Instead of following the MSX conversion’s 
game, given the chance to co back and do so, “At the design _ horizontally stretched mazes of most home method of dealing with varying aspect retios 
Stage, there was a ‘shutter’ feature, which opened and closed, conversions, instead shifting the score display to between arcade and home screens, 1984's 
the side of a smaller maze that retained the cad» Japanese FM-7 Pac-Man release rotates the maze 


acting as an obstacle in the path of the maze,” he says. “But 'd 
change nothing from the final game. Why? Recause Pac-Man is . 
complete to such an extent that to add or to subtract anything at 

all would be unacceptable.” 


parent's aspect ratio. This device remains in use _by $0 degrees. This means no stretched maze and. 
today ~ oy: in PacMan plug-anikpley TY games. no weerry graphics, but the change disoventates. 


a 
a 
a 
om ; 
© GAME BOY ADVANCE © iPHONE 
Atouch of the crazies descended over Nintendo The Pac-Man conversion for Apple's handheld is 
HO when the NES Classies ine reached! Eurepe. mostly unremarkable and accurate, but the lack of 


With collectable boxes ditched and prices raised, _ tactile controls results in curious control methods: 
I ¥2490ts boichod port of the bogratandard NES ‘owiping an on-suroen D-pad and ing to move 


conversion for more than the superior Pac-Man Pac-Man. Swiping works best; directions are. 
Collection cost atthe time. Nice. ‘confirmed via an on-soreen joystick. 
a Ld] 


— : 


————— 
[Arcade Seman’ i-Nietos Hyper Pacman proides an almest Ronbermamiks akon 
Pace, ironing srenge boss ight ints the ix 
a a a LJ zs sg @ a 
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Remaking 


Pac-Man milestones 


MS PAC-MAN (1981) 

Fed up waiting for Nemco's 

Poe: Man sequel, US distributor 
Midway siruck a blow for 
gender equality by releasing 
GC's Pac-Man hack. Along 
with speeding up the game and 
amending the here, Me PacMan 
includes new mazes, more 
varied ghost behaviour and 


moving fruit. 


The Making and 
PAC-MAN 


Of 


A brief overview of notable arcade-based 
SUPER PAC-MAN (1982) 


Namco’s Pac-Man sequel 
diseppointed many outside of 
Japan, due to the fact thatthe 
gameplay was substentialy 
altered. You stil clear mazes, but 
munch targets behind gates that 
‘open when keys are guzzled. A 
‘super power dot makes Pac- 
Man grow Hullctke, to devour 
everything in his path, 


JR. PAC-MAN (1983) 
Midwey again did the neughty, 
creating this effort without 
permission, and Namco 
Terminated Midway's licensing 
agreement. Namco stil 
doesn't recognise the game as 
official, With its scrolling levels 
obliterating the origina’s tightly 
honed strategie gameplay, it's 
asy to see why. 


[Arcade] UA ampaging Pao-Men on vel ore dovaurs a ghost befor lay eyescn he cherie. Meanwhile, a 


resurrecea Pky Ses autor revange 


DEVELOPER a 
HIGHLIGHTS 


= 
a 
a 
© LIBBLE RABBLE! 
«PicTuRED) . 
SYSTEM: ARCADE 
© Ven 1963 
PAC-LAND 
‘SYSTEM: ARCADE a 
© YEAR 566 
RIDGE RACER 
SYSTEM: ARCADE : 
a 
. 
a 
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» [Acadel Pac-Man Aranganenteleasad n 996 part of Namco Clsscs Collection Vol, 


Ise successful Pac-Man pete, wih prety gropives nd neresing new festres 


Return of the Pac 
Despite having worked on a range of tities over the years, 
including Time Crisis and Ridge Racer, it's clear twatani's heart 
always remained with his disc-based creation, During the 
Eighties, he was involved in both Pac-Land and Pac-Mania, with 
the former being his favourite. "It pioneered action videogames 
in which the scene flows horizontally. According to its creator. 
Shigeru Miyamoto, Nintendo's Super Mario Bros. was 
influenced by Fac-Lana,” he says, proudly. 

However, it was during 2006 that watani finally got the chance 
to both return to Pac-Man's roots and design an engaging, 
modern-day evolution of his original creation. Instead of the 
arcades, the chosen platform was Xbox Live Arcade, anc the 
game became Pac-Man Championship Edition (PMCE). 

“The time was right for a next-generation Pac-Man, because 
the Xbox Live Arcade environment supports real-time 
competition with score-ranking vie the internet, and 
improved design through its hardware specification.” 
‘explains Iwatani about the origins of PMCE. “My 
aim with the game was to achieve legitimate 
evolution, with simplicity of game dosign and 
absence of the superfluous as my guiding 
principles, because, in my opinion, few players 
look for complexity in gameplay.” 

Guided by the same ground niles that 
defined Pac-Man —immediecy, simplicity, 
immunity to language and cultural differences, 


and “that sense of wanting to play and have fun, which is what 
the world’s videogame players are looking for” ~ Pac-Man 
Championship Edition broadly retains the origina'’s core 
gameplay, tasking the player with navigating a maze to eat dots, 
{fruitand power pellets and avoiding roaming ghosts. However, 
some major changes were made to the formula, in order to keep 
the game relevant and ensure it was more than just the original 
game reskinned. 

Rather than the player having to clear a maze to proceed, Pac- 
Man Championship Edition plays like a time-attack game, and 
the player has a strict time limit in which to score as many points 
as possible. As with Pac-Man, this is done by consuming dots 
and ‘scared’ ghosts, but the longer you stay live, the more each 
dot is worth (and the faster the game becomes). Also, the maze 
is naw split in half. Clear one halfof dots and bonus fruit appears. 
in the other; eat said fruit and new dots are spawned in the 
previously cleared half. “The horizontal maze came about due 
to the prevalence of widescreen displays,” explains lwatani, 
noting that the split-maze device also creates non-stop 
action, unlike the original Pac-Man, which ‘interrupts’ 
players upon a level's completion. “And the timeout 
feature increases the sense of speed and excitement 
in the game, making ite very thrilling experience. Also, 

score ranking via the internet provides competition, 

which hes been a great success.” Iwatani adds that 
one of the key aims was to have peaple worldwide 
competing, the logical modem-day equivalent of 

Eighties’ high-score table on the original Pac-Man. 


Pac-Man follow-ups . 


PAC & PAL (1983) 

Here, Namco again moved 
further from the original 
Pac-Man. Ghosts can only be 
stunned rather than eaten, 
and now flipping cards opens 
‘gates to reveal itsms. The ‘Pal 
‘ofthe ttle isthe infuriating 
Miru, who makes off with your 
bonus items, taking them to the 
inacoessible ghost pen. 


ol LC | 


ome 


»(Arcadel Narco Bands evesed thet anew game vl 
be eeasesto celebrate 50 yets of Pac-Man, 


Perhaps ironically, PMCE was, unike Pac-Man, critically 
acclaimed right from the start. 1UP.com ranked it alongside 
Geometry Wars in terms of classic game format being 
reworked, noting that it was “a lot more than just 2 tarted-up Pac- 
‘Men:" Joystiq's Jared Rea blogged: "A better name for it would 
have been Pac-Man 2 |...] a name that gets the point across 
that Pac-Man Championship Editjonis the first true sequel to the 
game since Ms Pac-Man” 

Iwatani modestly suggests that some of the acclaim might 
be dueto low expectations for @ Pac-Man game, and says the 
response of game players exceeded his expectations, citing the 
many internet-based critiques that offered “splendidly glowing 
evaluations”. (Happily, and despite claims to the contrary, lwatani 
also assures us that PIMGE is not necessarily to be his swansong, 
since he continues to be involved in videagame production. So, 
take that, internet rumour rill!) 


Pass it on 

With 30 years of experience in videogames design. including 
the most iconic games character of them all, Iwatani is now, 
perhaps suitably, involved in teaching aspects of videogames 
design to students at Tokyo Polytechnic University, along with 
conducting research into gemes for social purposes. Although 
Pac-Men has always remained popular throughout the years, 
we wondered what lwatani made of the games industry's 
tendency towards over-comp! like games, 
along with the relatively recent resurgence in reiro-orientated 
titles. “We should carefully gauge the preferences of light users, 
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Arcade Pran's a cacart Pac-Monhack, enoving he 
‘maze nd thereby creating a iferert and ugher game 
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Pac-Man finally left the maze, 
gpined locs, arms and a 

face, and was tasked with 
batting through this early 
side-scrolling arcede geme, its 
levels peppered with Pac-Man 
imagery. Although repetitious, 
the game is intially fun and it's, 
more successtul than Namoo's 
previous two efforts. 
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guiding principle is 


who normally don’t play videogames, and the preferences 

of videogame aficionados, and then design products to suit 
each,” he suggests, thoughtfully. “A sumptuous party dress 
may he of limited practical value in daily living, and the same 
applies to over-elaborate videogames in the videogame market.” 
On retro titles — ‘pick up end play’ games popularised by the 
intermet, XBLA, Nintendo DS, Wii and iPhone — Iwatani thinks 
this might be a sign that the actual game, rather than aesthetics, 
is again becoming the main concern for developers: ‘Hardware 
spectfications 20 or 30 years ago restricted powers of expression, 
and so the rules of the geme were decisive in attracting users. 
The current born in retro games is evidence of a universal 
fascination with game-playing itself.” 

We finish the interview by returning to Pac-Man, who recenty 
celebrated his 30th birthday. How does it feel to he the designer 
behind a game that almost everyone knows —one that perhaps 
only Tetris can challenge in terms of widespread appeal? “People 
view the work in different ways, from different viewpoints. Some: 
see it as being broad and shallow. For others. itis narrow yet deep 
and praised,” considers lwatani. "What is gratifying about this is 
that people find such different reasons for laving it” And as a final 
word, lwatani reckons that there are still things his 30-year-old 
creation can teach modem-dey games designers, developers 
and publishers. “Pac-Man is the perfect videogame because its 
design gives top priority to the player and to a spirit of service,” he 
says. “Its guiding principle is fun first” This concept isin my 
invincible and what | look for in the videogame creators of today, 
that they uncerstand the importance of capturing people’s hearts." 


Pac-Man finelly returned to his 
roots in Pac:Maria, athough as 
Yyoucan see his surroundings 
are markedly different. The 
isometric maze scrolls, and 

the ghosts tend to roam in 
packs. Although, in Pac-Man’s 
favour, he can now jump and he 
‘occasionally finds bonus items 
that speed him up. 


With grateful thanks to Totsuya 
Hayashi for invaluable assistance 
in realising this interview. 
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arate port, Tesmo completely 
rethought Rygarfor its NES debut 
netic action Was toned down anc 
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instead there's a more considered action! 
sdventure approach to the gare. A gree 
if sornawhat controversial, conversion. 


The Lynx is 2 wonderful pce af kit 


hat boasts some wonderful ercadle 
onwersions. And Rygaris 
looks anc plays brillant, with blowwn-up 
sprites filing the entity c 


the screen, It 


is less chaotic than the arcade version, 
but it's excellentneverthelsss 


The good old Arrstrad puls auta 
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SHINY WILL ALWAYS BE REMEMBERED FOR MAKING A HERO OUT 
OF A WORM, BUT ITS ACHIEVEMENTS STRETCH FURTHER THAN THE 
IRREVERENT AND SURREAL. SHINY WAS A BREATH OF FRESH AIR AND 
PERHAPS THE FINEST 2D DEVELOPER TO COME OUT OF THE WEST... 
FROM MIKRO-GEN TO MDK, STUART HUNT TALKS TO DAVID PERRY 
ABOUT THE HISTORY OF SHINY 


Shiny Entertainment 


hile England had come 
to fully embrace the 
computer age, Northern 
Ireland, not by choice, 


was trailing slightly behind. Belfast, 
during the Seventies, was ina time 
of unrest. Conflict was rife — on the 
streets and inside parliament — and its 
economy was unsteady. In a bid to try 
to cushion the uneasy economic climate 
of the time, the British Government 
invested money into Northem Ireland’s 
education sector, 

Born in 1967, Shiny founder David Perry 
grew up in the towns of Templepatnck and 
Denegore, in County Antrim. He attended 


@ Shiny founder DavidPerry, 
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the Templepetrick Primary School before 
going on to study at tne Met 
Relfast. When David was 15, the Methodist 
College had been on the ig end of a 
rational grant and would invest the money 
in computer equipment, 

“There wasn't a single person in the 
building who knew what to do with the 
money,” recalls David, "There was this 
uy caliod Richard Naylor, who or 
becoming head of the whole comput 
cepartment, and he set up this whole 
infrastructure and bx 1s of computers 
We had computers caming out af aur ears 
and the teachers really didn’t know haw to 
use them. It almost became # competition 


ist College 


(Part 1) 


between the students a 
who could learr 
The school had acquired everything from 
business computers like the Research 
Machines 380Z to Acorn Atorns, 2 
and BBC Micros, but it was the short-lived 
2X80 add-on — the ZX81 — that really piqued 
David's interest 
“After being introduced to the ZX8! at 
20l, | asked my mother if she would 
me one, which she did, and | started 
" David remembers 
Samm thet when you're 
leaming BASIC you can actually take control 
of the computer. You might be writing the 
world's warst videogames but they're cool 


EP | 


SF II 


‘® Devic's proaremming career begen in these books. 

to you because you mede them, and that's 
‘when it gets a little addictive. These were 
the days when everything was black and 
white, There were no real graphics; you 
would play a5 the letter A, cr letter V, so. 
you didn’t require eny artistic skils, end 
there was no real need for music sklls 
—only when the BBC Micro reelly gor going 
did that start 19 piek up. | guess the point 
i'm trying to make is that the barrier to 
entry was surprisingly low, you could meke 
‘a game out of elmost anythin 

David found it very difficult to purchase 

ganies for his ZX@1, so instead found 
enjoyment from inputting the program 
listings inside of staaled computer 
magazines, Over time his programming 
skills grew, and, after sendirg one of his 
programs into the National ZX80/81 Users 
Club magazina, David caught the aye of 
Tim Hartnell 

“"|got realy excited ebout that, because 
I'm at school and here | am featured in 
the magazine.” he remembers. “So sent 
them more of my programs and finally 
‘one day they sent ma a cheque in the mail 
For £459, | noariy fol off my chatr, I didn’t 
ask them for any money, | wasn't doing it 
for the money; | didn’t even have @ bank 
account To put the money into. And you 
can imagine the panny dropning bacause 
| was like, Hold on a second, if! can eam 
£480 just mucking around, what if | wes 


SOVAVS 


Whiten, netstat, by Davi. We think 


really focused on this,’ And that's when | 
started programming like crazy. 

Tim Harinall was the editor of the 
magazine and went on ta becom: 
‘significant author in the field of ZXB1 on 
Spectrum. Impressed by Devid's tenacity 
and programming talents, Tim approached 
Davie and asked him for his assistance 
with a book ha was compiling. David 
agreed, and vihet began as contributing 
2 few pages of programming cade to 
his latest tome soon led to David writing 
an entire chapter. After the book was 
publishad Tim asked David whether he'd 
lik to write another book, this time by 
himself. He did, and the book, Astounding 
Arcace Games For Your Specttum + & 
Soecirum would go on to sell around 
8,000 copies. 

Inthe book, David had included a BASIC 
game called Drak Maze. It was @ lenathy 
Program which, in retrospect, David acmits 
was a litle to0 latoricus to expect anyone 
40 sit down and type out. David sent a 
copy of Brak Maze to Mikra-Gen (a UK- 
based game publisher), and the publisher 
immediately asked David whether he'd bo 
interested in upping sticks and joiring the 
compeny. He was still just 17. 

"hadn't finished my degree or enything,” 
he recalls “And my teachars were a little 
concerned. | quess it was like saying 
yau'te going to leave school to become 
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Eterm dm, 
David has developed ital ci 32 canes in is career, are was ed proaranrret cn 2t of ther 


Trrough his lar fr brirging © maker sore e the mest mpreasive loans! éceogar 
released, Daves reputation has sae ir work: 
prerice Joel Siver and he disc 


Jongsiée Hollywood sale, nelucing legendary fi 
Brecher 


| 
It's estimated that David's games hava yelded over three quarters ofa bibon dolars sales | 


| @ professional skateboarder. At thet time 
| the videogame industry didn't really exist 
| a5 @ career choise, It certainly wasn't 
something the academic world was 
| epprociating at thet time. It was a tough 
| decision but I decided | was going to do 
| it, and | accapted the offer of just £3,500 
| @ year end moved to England. So | joined 
Mikro-Gan, and | actually thought | was a 
better programmer than | turned aut to be. 
| | was sharing this office with professionel 
| programmers end, being self taught, | 
remember panic setting in and thinking 
| ‘Gad, | really don’t know how to write a 
‘proiessonal game and now | really need 
io mako one’ 
The first hurdle that David needed to 
| overcome was learring now to take the 
skills that he'd aoquired from programming 
BASIC n his badracm and apply then 
} 10 280 essembly language. He fumbied 
| his way through with his first Mikro-Gen 
| game: the unreleased, Potholing Pete 
| © David reveals that Potholing Pete was a 
platformer starring é little character wit 
big hard hat. The premise at the game saw 
your character, Pote, travel underground 
and the action would pley out inside a 
| variety of cavernous levels. 
| “ewes reeily more of a test to see if | 
could gat sprites gong 2nd everything els 
and | did," David explains. "But Iquess the 
point of the mecharics, of laying out all the 
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levels and making it flow well wes really 
where the rubber meets the road.” 

‘As David was warking on Pathaling 
Pete, Mikto-Gen was planning the saquol 
toils successiul platformer, Auiomania 
Pyarnerame saw returning protagorist 
Wally Week switch from being a 
scatterorained mechanic to someone 
trying to escape the confines af a colourful 
night terror The lead programmer on 
Pyamerama wes Cris Hinsley, and David 
was tasked with taking Chrs's Spectrum 
code and trying 10 get it werking on the 
Amstrad. “Chris was a greet programmer, 
and when | gat to look in his cade that 
really changed everything for me,” says 
Devid. “Finally gottng to wark with 
professional code was ike someone giving 
you the keys to a sports car, it all gets vary 
dangerous from thet point on, s9 you either 
have lets of fun, or die!” 

David succeeded in getting Pyamarama 
torun on the machine, through hacked 
hardware to get the game code into the 
machina, The ‘irst review for the game 
was 10/10, David breathed a sigh of reliaf 
and the game praved to be yet another 
success for Mikro Gon, After Pyjarnarama’s 
release, Chris then went on to make 
Everyone's A Wally, and David worked on 
a peculiar spin-off Watly game entitled 
Herbert's Dummy Run 

Alter Everyone's A Wally, Chris Hinsley's 
ekt project wes to work on the Spectrum 


game Battle Of The Planets {he wanted 
to learn 3D), and the Waly series was 
handed ovar to David. His response was 
to create what many still herald as the 


bast game in the series: Three Weeks 
In Paradise. 
“Three Weeks in Peradise wes whete 


things really started to get reelly interesting 
for me because the games were selling 
very well and Mikro-Gen was making a 
lot of money — almost to the point where 
we were starting to get a little cocky. This 
is when We decided 10 make our own 
hardware and where the idea for the Mikro 
Plus carne from,” recalls David 

The Mikro Plus proved a disaster for 
Mikro-Gen, costing the company meny 
thousands of pounds, Working like a RAM 
expansion pack when it was hooked up 
to the Spectrum, the Mikro Pius made 
it possibla ta ake an extra 16K wrth af 
storage space on the normal 48K machine, 
Despite its quick collapse in the mar 
David is quick to jump to the custom 
cartridge's defence. praising its create 
Andy Laurie, for having the foresight and 
ability to build such an elegant yet simple 
hardware design, without any holp. 

“The Mikro Plus wes a very clever piece 
of electronics,” says David. “Andy found 
@ Way TO Swep out ths Spectrum ROM —| 
don’t knew haw he ever warked it au, 
because back in those days there was 
ho manual, they just inkered around until 
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they found out how to do it, He basically 
overlaid the official Spectrum ROM chig 
with an EPROM chip (that we could bum 
game code onto), s0 we suddenly had 
more storage memory than anyone els 
in the business. If you think about i, it 
“ty stunning concept at the time. 
You've got space to make a 48K game 

and that’s whet everyone's programming 
with, but we gat an ext 16K that no ane 
else was getting.” 

‘What should have been a success story, 
securing (Vikro-Gen continued prominence 
in the Spactrum market. would have the 
adverse affect. Two games were planned 
to utilise the Mikro Plus technology, a 
colourful looking adventure game celled 
Shedow Ot The Unicorn, and Thee Weeks 
In Paradise, Devid recounts the story. 

“So we dacidad to puit two games onto 
this new machina. Shadew Of The Unicorn 
shipped first, It went out there and it died 
corporately, it was a dis 
were Waset, so mush so thet Mkro-Gen 
couldn't afford to do a second game using 
the technology. The technology was 
basically desirayed by one gama. As a 
res ing thore with @ version of 
Three Weeks In Paradise far too big to fit in 
a normal Spectrum," David continues. "But 
thet proved to be a really usetul leaming 
curve for me. I soon leamed th 
picking (over-designing) is sctually a good 
way to improve your game. Basically, we 


f, retailers 


cher 


ry 


BENOND $ 
TUEIGERALAEE 


Palace, Dass tamageto Ghosts 1 Gabins pehiaps? oncdertaly esc published by Eitz 


Elite wanted Beyond The lee Pelace in 


al formets so! end in friends to 
As 4 result | think we ended up with handle the workload,” David “But 
something batter than we would have, being young and naive it was tough running 
had we shipped. Thyee Weeks In Pe ‘found for all those different people. | soon 
without the hardware. ealised thet it wes way mora fun working 

Shortly efter the release of Three Weeks | for yourself than having to manage people, 


In Paradise, Sir Clive Sinclair announced 
ther of the 128K Speatrum. Sitting 
with one of the biggest Spectrum games, 
s memory goes, Dawid w 
10 port Three Weeis In Paradise on to 
the Spectrum 128 incredibly quickly, in 
in snhanced form, with extra screens | 
i even smoother gameplay: wes 
excited about 


so | soon ende 


iste combat ard 


vid admits, his 
y | arather large 
It wok so long jor the arcade machine 
vat I'd already finished Great 


sme part pic 


meeting Sir Clive, as | pre aw. 


much owed my eareor to his. ma 


David remembers. 


As the story unfurls, David leit Mik | the time it showed up,” David 
Gen so that he could start up his own I programmed the game and then 
cading shop, which he ran fram his home | founc | had! run out af mamary; | dicin’ 


The first job he te 
Spectrum 
but he adi 


io work on th 
‘iors tor Bite 
ts thet he never got to finish 
it. Elite had peculiarly sourced the job of design 
porting the game on to the Spectrum fo myselfas | ci 
David Perry and David you how loosa 
wa N9a's Code the te 
lected. Consequently, curing 
id was reassigned 


have any room toad an end sequence. 
So | made the final boss impossible to 
beat, whi egramming and game 
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David 
mpany’s 
joe saemed 
gramming 
meeting, Probe 


Tran’ 


in David's pr 
background, During the 
showed David 6 d 
The Last Stormtrooper running on the 

Spectrum, and David ratishly mentioned 
that he could get the thing running on the 
Amstrad. Within 24 hours ha had dane 

lust that. Impressed, Probe offered David 
b immediately and put him to 
ing his Amstrad pert of Trearor: 


work on 


what happened was 
Of that project, Nick Bruty ~who later 
wumned ov artist on Mi 
and everything else - approached me 

ith some more artwork and asa result 
| kind of puled ahead of the Spectrum 


io bo the lo 


ammer. Consequently, we actually 


ended up shipping the Ams 


id @» 


id version 
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Trantor marked the beginning of 
Devid and Nick's relationship; a working 
partnership that culminated in Shiny 
Entertainment as the pair continued to work 
together on further projects at Probe. 

‘At that time we were working 
‘un games. We worked on Smash TY, 


challenge of discovering new techniques, 
and learning to push the hardware, so when 
the Amiga came slong we were keen to 
get new hardware to experiment with, and 
see if we could get something running.on 

it!” says David 

‘or whatever reason, 6 


the time, | was 


"\We didn’t have any tools, tha inantial 
was in Japanese and we knew it wes going 
to be painful, 
struggled our way through. The first garne 
we did for the machine was The Terminator 
It was written so horribly because we 

had nothing to work with. But actualy, by 


he recalls. "We literally just 


Savage and Dan Dare Iilfor Virgin. But Dan | playing around trying to draw circles,” David | misreading the manual (oeca 
was the game that really opened | remembers) "| soon found thet if | ra in Japanese), | found a way to double the 
j_ them in a sequence | could make th throughput on the Mege Drive, and | was 


Dan Dare lif hagan life as anther game 
all together, one that he and Nick hed been 
working on for Probe called ‘Crezy Jet 

Racer’. During its development David recalls 


look tke s 
cf a cheat but it looked lke @ little univer 
so we then thought what if we have one 
UY fOsitioned at the top of the 


rs rotating in 3D. It was a bit 


maving larger ama ster than 
you were supposed to. The hardware 

wasn't supposed to be able to handle that, 
boutit gli, and anybody who was following 


that Computer & Valeo Games magazine | and another at the bottom, and wha the rules correctly wouldn't have tried 
would un an early preview on the game —_| they could take over aach ather's planets | it. And when I was doing Aladin, Cool 
before it came to release, but atter the | and everlhvow them? Then we wondered | Spotand Berthwerm Jim, | was aking full 


Dan Dare deal landed on the pais lap 
they also swapped the game's protagorist 
for Dan Dare. 

After that they worked on 


game 


how you could fly between planets end 
the obvious answer was spacecralts, and 
then later we thought about adding troops. 
We just continualy got into thase ‘what if? 


advantage of that 
Seeking a producer for The Termine 

David and Nick wauld be introduced to 

Neil Young, and his unique approach 


‘ called Extrema fora company called Digital | conversations and thet's how we ended up | ta producing immaciataly imprassad 
Integration, "That was our lest game on making Supremacy David. "Neil blew me away as @ producer 
‘ the Spectrum,” says David, “It was us At the dawn of the Nineties the Sege he admits. “He was just shenomenal, He 
trying to show whet you could do using | Mega Drive was released in the UK, and it | was one of the first producers that would 


all of the routinas that we had made for 
all our games, And that didn't make it a 
better game by the way, because we had 


seemed that Europe was finaly sauntering 
towards console gaming. The Meg 
Drive is the machne that David is most 


actually sit down, look at the game and say. 
‘What if you did it this way?’, and it would 
be better than it was before. So imagine 


———= a gigantic obo! waking sequorse just to | synonymous with. But it wes a progronmer | « creative producer, someone net trying 
@ Arunvsssl verathermorerable adver SNOW that we could do line draws and and hardware relationship that got off to. | to just ship the product but trying to make 
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ereative opinions to back thet up. That's 
‘what defined hin.” 
Sticking closely 10 the events of the 

film, The Terminator stood cut amorg 
‘other Mega Driva titlas due ta its striking 
photorealisic graphics. While you'd be 
forgiven for thinking thet Orion Pictures had 
flown David, Nick and Neil over to the set 
to help them achieve such dazzling visual 
affects, the reality was a lot less glamor 

"So we decided that we wanted to 
be the first game on the Genesis with 
photorealistic ataphies and we said to 
ourselves, ‘how could you do that?’ And 
of course, the answer was to tae a 
phatagraph, sean the phate, cut the 
background out, make @ spnte énd put the 
spite into the game, as, sadly, there were 


‘Trantor: The Last Stormtrooper 


The Terminator 


aticaly fleshed vicachns that Save Davia’ first ae for Sega's Maga Diva ras 
| sautplot ould find Trentorand fis men sent on Tahandhe its huge size and aniazrg visual, trernendousl close to the film upon which t's 
‘fos to reve stolen resi pl fer nadia ee Savage loadsa ta Spe Ibiseet Malin fel use the extra thesis 
reevote hosble alan planet ter docking tothe _coulddedieate al of ts processine power to raved vould tease trom die Meas Orv, The 
inrown, his dip blows up ig Traorcerew stage, Tha sectionwwas madisin homage io 3D Temata ctaod out ac one of thobest-boking 
2nd, fully exslarirg the gar shalore hase "We weren oft MegaDrvetiies of ts day, W 
| tocompinta he miason, Tamort lo tinkng ako te eorna Ung.” say gaphios and a fertastc onarati 
tharthings coucnt get ary worse veel hat’s bigger ebjecta cermingat you, whieh wisn mistake F3 finsh tin a solar Fa’ gemepliy —foreng 
merrbersthethe's teen fitted wih because yeudan't getthe same lind tho, you tolarrtanse youtaell way the level layout 
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Ill BUT DAN DARE Il WAS THE GAME THAT OPENED 
THE DOOR TO VIRGIN FOR US’ 


19 digital cameras in those days,” Dawd 
eqplans. "And so there we were'stending | 
in my mother's backyard. Nick is taking the 
photcgraphs and Nall and played ne guys. | 
in the game, Nail hacia trench cost, to play 
the role of Kyle Reese, and | was wearing 
one of my mother’s jeckets and playing 

the bad guys. Then we needed guns, 
Nowadays, you'd hire an armourer who | 
would bring all kinds af guns and weapons | 
to: your set. In those days we were inside | 
a shed, Ieoking for anything gun-shaped, 

The pictures ere really funny, and ' 
the sprites are 

lo-fes, so you can't 
feally tell, but I'm. 
actualy using a tolet 
plunger.” 
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Following the ral 
Virgin Interactive ‘asked David to fly over 
to America to help assist the company's 
development division. While his accepting 
of the jab dearly provedita he the right 
decision — one that David admits he 
probably would have done é lot soorer in 
hindsight 
him seams to shudder at the thought of 
being so impulsive and not taking the time 
to fully weigh up the massive ask 
You know when you're young you're 
naive, fight? You never really 
put any thought into it, so | just 
ot into @ plane and flew out 
thare, and didn't think twice 
about it” David recalls, “literally 
putall my stuff inside two big 
chests. | bought them 10 put 
all my computers, all my dsc 
everything in these two chests, 
but then it turned out that | could 
‘only really fill up one with all 
my computer belongings. So | 
arrived et Los Angeles airport 
and thay'te looking at me with 
hose chasts and they're lke, 
“What do you think you're doing? 
What's all this stuff?! And the 
‘guy opened up my case, but he opened 
up the wrong one, Inside were all various 
items including kites and juggling sticks. 
Slightly bemused, ha was tke, ‘Okay, fine 
‘on you go 
‘And so with David landing into more 
clement surroundings, it’s here we end 
‘the first part of our Shiny origin story. Tal 
of annolids in spacasuits and Jim Darely 


loose of The Terminator, 


he considered, analytic side of 
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What do you get 
when you cross 
abiplane with 
Donkey Kong? 
Wo're not suro 
exactly either, but 

‘we'd hazard e quess that if this 
bizarre union ever did take place, 
Parker Brothers’ wonderful Sky 
‘Skipper could have easily beon 
the result 
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Definitiver 


“ HERE AT RETRO GAMER, WE REALLY DIG OUR DEDICATED TRUTH-SEEKER STUART a 
, CAMPBELL. HE'S AN EARTHY FELLOW WHO CALLS A SPADE A SPADE, BUT THERE'S ; 
= NOBODY BETTER AT DISHING THE DIRT ON THE SECRET HISTORY BEHIND CLASSIC GAME 
bs. SERIES. SO STAND BY FOR A FIRM GROUNDING IN THE STORY OF ONE OF THE MOST 
ame pe LEGENDARY NAMES IN RETRO GAMING, AS HE RAISES A GLASS TO THE MIGHTY BOULDER iy 
DASH. HERE'S MUD IN YOUR EYE! (PLEASE STOP — ED) 
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coulder Dash isn’t only one of the most-ported 
videogames of all time (there have been official 
releases on almost 20 different formats, and that's not 
including the numerous mobile-phone titles, which 
we don't have room to go into here), it’s also one 
of the most copied. A brief Google identifies almost 300 known. 
clones, from faithful unofficial Windows ports of the original EGA 
PC version to obscure and curious remakes which use the BD rules 
and physics merely as jumping-off points to take the gameplay in 
all sorts of weird and extreme directions. So it’s fitting that Boulder 
Dash itself is not only a bit of a clone, but a clone of one of the 
Jeastknown games of all time. In an interview with a Boulder Dash 
fansite (www.boulder-dashunl), author Peter Licpa described how 
he contacted a local game publisher looking for work, and: 

“The publisher put me in touch with Chris Gray, who had submitted 
a game in BASIC, but didn’t at the time have the skills to convert it 
into machine language. So this seamed like a good project to get my 
feet wet, and I sat down and got started. The geme was similar to an 
arcade game called The Pit, but after examining it more | didn’t think 
the game had any ‘legs’ ~ too much of it was predetermined. But 
I started playing with basic elements of dirt, rocks, and jewels and 
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within 2 couple of days had built the basic physics engine’ of 
what was to become Boulder Dash.” 
Alert readers will, of course, already recall RG issue 51's ‘Families 
Reunited’ feature, where we explored the influence of the long- 
forgotten The Pit in the development of Boulder Dash (and Gran 
Turismo), but it wasn’t the basic scenario elements or the physics that 
‘would make BD one of the most loved and persistent franchises in 


the history of gaming. Rather, it was what Liepa did with that basic 
DNA that saw Boulder Dash achieve the sort of success and fame 
that The Pitcould only dream of, and live on for the next 26 years 
and beyond, Join us over the next nine pages as we embark on 
an odyssey which, by the time you read it, will have whetted your 
appatite irresistibly for lovable hero Rockford. 
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su ER DASH (ATARI 800, SPECTRUM, C64, APPLE 
a }- ll, MS-DOS, COLECOVISION, AND MANY MORE) 


The Pit was a great little game, but it was very one-dimensional, 
a pure action game designed to separate arcade-goers from 
their money quickly by repeating the same two single screen 

ty levels of obvious objectives and dangers over and over at 

ever-crazier speeds. Boulder Dash applied the core concept and 
physics to a set of 16 expansive scrolling stages (plus four bonus 

‘intermissions’ where you could win an extra life), which largely 

ng threw away the action element altagether and replaced it with 

= cerebral puzzling, where you had to manipulate a small set of ea) P 

objects to produce a solution in ways which you were left to work 3] 
out for yourself we MSX} Te a 
Indeed, you could construct a pretty convincing argument extra fife, i 

that says Boulder Dash was the first ‘sandbox’ game, in that it {or # traction a 

was sometimes as much fun just to muck around and see what = 

“ happened as it was to try to beat the levels. But even if you just = 

tg =" went straight ‘or the goal, you'd be there a long time - the normal iy - - - 

16 levels were tough enough, but the game also came with five w 4 
rt difficulty settings, which completely changed the layout of objects = = 
within the caves, effectively making the game five times the size. - ak s 
hy Indeed, there's so much in Boulder Dash that it’s a wonder anyone > 


was ready for a sequel as soon as the next year. ANU AT } 


srque ring shout he Japanese versio 
‘wiki 


of 60's 


‘The Spectrum version of Boulder 
Dash wes a decent port, albeit 
inforior to most of the others due 

to a significantly reduced screen 
area (16 blocks by 11, rather than the 


a 20x12 of most other versions). But = 


Tay - it wins one category hands down: = 
[Spestrum| Infact ontha Spectrum you pretty muth haetods Most berefaced advertising lie of its generation. For some reason i I= &™ 
tis stage by playing whe Rockton’ affthe se (quite possibly related to the screen-size difference), the poorold 7 
iy 0420000. 4z9 EEE _Speccy’s scrolling couldn’t keep up with Rockiord’s movement 
: ~ if you kept running, he'd run right off the display altogether, = 
disappearing into danger that you couldn't see until he stopped or 
encountered an obstacle that let the scrolling catch up. First Star 
f spotted this problem before the game's release, but what to do? 
@» Fixing it might have been time-consuming and exoensive, leaving | 
v itwith a tricky decision to make. So instead, First Star decided, 
. “ = with considerable chutzpah, to turn it into a selling point. - 
“Superb scroll routine, described by experts as one of the best 
- pieces of Spectrum programming ever!” trumpeted the very first 
line of the full-page ads in the games press, relegating the game's 
7 ra] meny other wonderful features and glowing reviews to mere 


is | ém, Supporting rales to a bug. The identity of these ‘experts’ was te 
r D__ never revealed, nor their field of expertise, but it seems most likely 
6h oe thatthe field was sarcasm, ; 


RE LAD WINER LOWE Hue Lule 


em Wars ID TS = 

= BOULDERDASH ree 
5 eo eg Stages ve Oy ty 
a eyes ee 
ree 2: 284 ce ee incu eee 
a cess Gr 


5 
- | Moving to arcades with incredible swiftness, the history of coin- Le} 

op Boulder Dash is strange and confused. (BD ties with Lode oo 

Runner as the first game to appear in arcades after originating on 3 

fay a home computer. The Vectrex title Cosmic Chasm made the trip 7™ 
‘a year earlier, but that’s a console game.) The first arcade Boulder a 5 


Dash was released in 1984 by Exidy, vie its‘Max-A-Flex’ system, 
which was essentially an Atari 600XL in a cabinet, running 
games off cartridges which would also work in a bog-standard 


i] home-version Atari 800. The game, then, was almest identical 
Tr. 10 the original (even including the level select), but with one big 
difference - your coins only bought you time, in extremely stingy 
= rane y 
mane _30-second units. you didn’t feed it more before your time was “iy 
up, your game was over regardless of whether you'd lost your 
= a r 
‘aga, _ ives oF not jindeed, in 20 seconds is barely possible to lose all 


your lives even if you try) - you don't even get a few seconds of 
grace to find some more money once the clock runs down, 
Horrible time-limit coin-ops based on home hardware were a 
weird anomaly of the Eighties and Nineties — there were better- 
known versions based around the NES, Mega Drive and SNES 
5 well as the Max-A-Flex, but the thoughtful, puzzly nature of 
Boulder Dash lent itself even less well to the concept than 
‘most games did. 


r 


Pe arg 


Fortunately, then, it was only a year before an entirely different 
coin-op version of Boulder Dash showed up. Data East's ‘DECO 
Cassette System’ hardware was one of the oddest things ever to 
appear in arcades - a tape-based format that took several minutes 
to load the games in every time the machine was switched off 
— but it offerad developers a chaap way into the expensive market 
and coder Comptig (creator of the better of the two MSX versions) 
took advantage by putting together a nice enhanced-graphics 
version of the game. The abstract graphics for enemies like the 
Butter‘lies were replaced with proper insecty-looking ones, the 
boulders were smoother and mare boulder-looking, and the 
colour palette was a lat livelier. 
The most unusual thing about the DECO Boulder Dashis that 
it runs on a vertical monitor, rather than the horizontal aspect of 
the original home versions and the Exidy coin-op. The resulting 
space restrictions saw the display grid recuced to 15x12 ~ smaller 


o™ 
‘even than the Specey port — and some subtle and sneaky ae 
changes to level layouts at the same time (see the lower-tight Sean 
hand compartments of Cave 8 for an example) meant that even Auth 


‘experienced Boulder Dash players had to be careful as they made 
their way around the stages. 
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When making sequels to finely balanced, essentially simple 
games like Boulder Daoh, it’s important not to go overboard with 
new features, and Rockford’s Riot didn’t fall into that trap. (Riot, 
incidentally, was the name of the MSX version, while the C64 
and PC had the ‘Revenge’ suffix instead. The Spectrum version 
was reviewed and advertised with the ‘Riot’ title, but the cassette 
inlay called it ‘Revenge’. The versions released for Japan-only 
computers like the PC-8801 and FM-7 went by the ‘Champion! 
name, Why do these people hate meso much?) There were only 
two new additions to the original formula ~ ‘slime’ walls that could 
hold diamonds and boulders up for arandom amount of time, but 
which they'll eventually drop through, and expanding walls, which, 
grew into any spaces you dig directly next to them, rendering 
them impassable once you moved away. 

in 1986, Electronic Arts bought up the rights to the first two 
Boulder Dash games and sold them together in a two-forthe- 
price-of-one release called Super Boulder Dash on Commodore, 
Atari, Apple and PC formats, (In the strictest sens, Super Boulder 
Dash was the name of EA's release of the sequel, and Boulder 
Dash t was simply a bonus freebie.) Which was nice of EA, even 
itdid apparently hate Speccy owners. 
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(APPLE ll, C64, SPECTRUM, PC) 


Ironically, the next game in the series was a gigantically 
unprofessional mess-up. An ill-advised change to an ‘outer- 
‘space’ theme hacked fans off straight away, and an ugly, mostly 
monachrome colour scheme made things even worse. Piling on 
the misery, fram the word ‘go’ the levels wera jayless, pemickety 
chores, often based around split-second move-timing, which was 
a hideous nightmare to implement with the series’ trademark 
sluggish and unreliable control response. Countless levels put you 
in positions where you'd have to spend several minutes satting up 
a situation, then execute a flawless close-quarters move to start 
it off, which was basically a coin-toss. Either the controls would 
let you get awey with it, or you'd erbitrarily get exploded by a 
monster the instant you pressed the button and have to start the 
whole level all over again. 

Compound these various disasters with bugs that made 
some of the lavals uncampleteable and you end up with 2 total 
catastrophe. Interestingly, the only halfway-playable version of 
the game was a bootleg made for Commodore's epic fail machine 
the Plus/4, which hacked the levels into that machine's port 
of ordinary Boulder Dash and thereby at least solved the problem 
of the monochrome graphies making it hard to see what 
was happening, 
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After the embarrassment that was Bouider Dash 3, First Star 
realised that it couldn't just go on punting out new level sets ao 
full-price games, and finally made the Construction Kit available 
10 the general public, along with another one-sixth of a sequel 
(12 pre-built stages and three intermissions rather than the usual 
1644, but also lacking the five difficulty settings of the previous 
games). The emphasis was placed differently according to which 
release you bought - the original cover art advertised Boulder 
Dash Construction Kit with no mention of there being any ready- 
made stages at all, whereas the Speccy budget re-release was 
titled Boulder Dash IV — The Game, with the inclusion of the level 
editor reduced to a little foctnote at the bottom. 

The latter approach is slightly odd, as this sequel was a releese 
designed to actively encourage use of the level editor ~ because 
the built-in caves were among the most hateful, cheating Boulder 
Dash stages ever created. The first one in particular {s so tedious 
and completely unfair that the game lets you choose any starting 
level (rather than the traditional format of letting you start on 1, 

5, 9 or 12), presumably on the grounds that otherwise nobody 
would ever have seen the second, third and fourth caves, but the 
rest are barely any better, with much reliance on expanding walls 
10 force the player into a misereble life of trial and error. In fact 
the level design — fairly incradibly ~ manages to make Boulder 
Dash 2 look like @ loving, painstaking work of genius. 

The construction kit itself, however, was comprehensive and 
easy to use, and would be the foundation for countless ‘unofficial 
sequels’ for years to come. 
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RO ) (AMIGA, ATARI ST, 8-BITS, ARCADE) 


The short-lived Arcadia coin-op system of the late Eighties saw 
a dutch of UK computer games make the unusual trip from 
home formats to arcades, including Road Wars, Xenon and 
this. Rockford was the first Boulder Dash game to leave behind 
the generic caverns and put Rockford into a variety of settings, 
playing the role of a cowboy, spaceman, doctor, chef and explorer. 
: While in itself it's a pretty straightforward and rather febby BD 
game — slick and fast moving, with an all-new engine for the first 
time in four years and five games ~ there are several weird things 
about Rockford. The Amiga version had an option for mouse 
control (which was fashionable at the time for action games, 
thankfully very briefly), and the Spectrum version came with a 
free game on the ‘B-side’ of the tape, in the form of Rockman, 
Despite the name it was a completely unralated Space Panic-style 
platform game, which had previously been sold on its own 
asa £199 Mastertronic title. (The Atari 800 port came with an 
‘even more tenuous ‘B-side’ gome called Crystal Raider, another 
unrelated Mastertronic platformer not dissimilar to the PC and 
Xbox Live Arcade game N+, and the C64's freebie abandoned 
even the slightest thematic connection to Boulder Dash with an 
arcade adventure called Back To Reality.) 
None of this made Rockford the success it deserved to 
be, and it’s still dismissed by hardeore BD fans as not being a 
‘true’ Boulder Dash. But then, since when have hardcore fans of 
anything not been idiots? 
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The name of this one’s still a hit of a mystery. Absolutely 
everywhere you look on the internet you'll find it referred to 

by the unwieldy name ‘Boulder Dash/Boulder Dash Part 2, but 
there's no apparent evidence to call it anything other than Boulder 
Dash. That's certainly the name that appears on the title screen 

of both the Japanese and Western versions, and there's nothing 
on the credits screen or anywhere else to suggest otherwise, You 
would have to assume that the name came from somewiere, but 
this regorter has no idea where there's no sign of the original 
game as an option, for example. 

Anyway, this is a rather spiffy game (all-new, though versions 
of a few favourite levels make guest appearances) that’s more 
in the vein of Rockford then the earlier titles, but zipped up even 
more for an arcade audience. Tricky situations can now be 
recovered through ‘Escape mode’, where holding down both fire 
buttons lets you smash through boulders, some sorts of walls, 
and out of sticky spider webs, at 2 cost of a loss of 20 seconds 
of the time limit, Also aiding your switt progress through the 
levels is the fact that elthough a stage is reset if you die, any 
diamonds collected are kept and count towards your total on 
the next try, and if you run out of time you have the option of 
sacrificing one of your lives to continue from the ourrent point 
without starting the level again, 

Part 2- if that is indeed its name ~ is a highly entertaining 
game. It edges back towards the action bias of The Pit with its 
relentless pace and plentiful enemies, but it's still unmistakeably 
Boulder Dash. 
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They really knecked themselves out coming up with the titles, 
didn't they? To be fair, these next two 1990 releases (the GB 
version coded by &-bit favourites Beam Software of Horace/ 
Exploding Fist/The Hobbit ame) are basically ports of the or 
game at heart. The Game Boy one in particular is just the same 16 
stages and four intermissions (including the selactable difficulty 
levels and entry points, though at the default setting the cifficulty 
has been lowered by reducing the number of diamonds you 
need to exit each stage). You do, however, get music and cutesy 
arephics (a different visual theme far each of the four worlds) 
and a nice pause feature where you can stop and scroll around 
the map, either in the normal game view or in a zoomed-out view 
where you can see much more of the level. (Zoomed-out mode, yo 
which you can also ley the game in, has a whopping 20x16 grid, 
bigger than any of the &-bit versions, whereas the default mode is 
a quarter the size at 10x8.) 

Unlike the computer versions, the scrolling is also fixed around Piet: 
your character's movement, so you never find yourse'f getting 


too close to unseen dangers at the edges of the screen. Add in far 


=, 


more responsive controls and a continue option that lets you carry, 
on from the stage you last reached, and what you get is probably 
the definitive, most enjoyable version of the original Boulder Dash. 
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This one gets its own entry because, while it’s basically also a 
version of the original BD, there are quite a few fairly substantial 
differences in content and structure. The most obvious is that the 
NES game has two extra worlds on top of the four normal ones, 
although you lose the intermission mini-levels. Progression is 
totally different to previous versions, too ~ initially you can only 
start in the first world, though you can tackle each of the four 
stages within any world in any order you like. (As you play, you 
collect passwords that enable you to skip straight to later worlds 
—there's a so-called ‘continue’ option, but itsends you right back to 
the start of the current world.) 

The five selectable difficulty levels for each cave have also 
disappeared, and in fact the only difficult level is considerably 
easier than even the lowest setting on the original game, because, 
as with the GB version, the diamond requirements have been 
significantly lowered. On Cave D, for example, you can now head 
jor the exit after collecting just 18 of a possible 36 diamonds, 
whereas the original demands all 38. Slightly compensating 
for that are tweaked level layouts (the layouts and diamond 
requirements are actually both taken straight from the DECO 
Cassette System arcade version, not all that surprisingly since the 
NES port was also made by Data East), but overall it's certainly 
an easier game despite lacking the responsiveness of the Game 
Boy's controls and the zoomed-out map option. 

Acurious omission, incidentally, is that neither of the Nintendo 
versions have a ‘suicide’ option, so be careful not to get yourself 
trapped samewhere you can't get killed or you'll hava to hang 
round twiddling your thumbs until the time runs out. 
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i Be f ‘SH EX (GAME BOY ADVANCE) 


"te 


Having pretty much run out of formats to convert the original 
game to by now, and with the third and fourth titles too unpopular 
to be worth widely porting, the Nineties were a very quiet time for 
Boulder Dash, which was almost entirely bypassed by the 16-bit 
generation. It wasn't until the GBA appeared that the classic earth- 
digging format was revived, and it was revived in dramatic style 

= with a redical overhoul that brought it~ appropriately enough 

~ right into the 21st Century. 

Boulder Dash EX respectfully includes the original Atari 800 
game (the proper original, with original graphics, layouts and 
diamand requirements, but with a GB-style map-scroll pause 
function to compensate for the smaller 12x10 grid and improved 
contro| response), but of far more interest is Kemco’s updated 
version. For the first time, Boulder Dash featured power-ups, 
like pickaxes, which could smash a single boulder, bombs, and 
mysterious gravity-altering items which rotated the screen 
through 90 degrees, completely altering a level's layout and 
nature in an instant. Other major alterations included a life bar 
instead of instant death (a single rock to the head was still fatal, 
but enemies and falling diamonds only cause damage), the loss 
of being able to dig out/push the squate next to you without 
moving (replaced by the ability to kick boulders long distances, 
Bomberman-siyle), and tragically, the diseppearance of Rockford 
himself, replaced by an irritating generic pixie/elfmonkey thing. 

From very early on, the stages get clever and cunning, and 
you'll have to get on top of the new physics and new abilities 
quickly. Evarything is introduced carefully and gradually, but 
without intelligence- insulting tutorials talking you through it, and 
before you know it you're ensnared in a world of fiendish, brilliant 
puzzles, (Well, five worlds to be precise, each with ten puzzles. In 
a nice nod to the original game you can simply clear each stage 
with a minimum requirement, or you can beat them ‘properly’ by 
getting everything, for which you're rewarded with a special star 
onthe map screen and a bonus collecting card.) If anything, it's 
perhaps just a tiny bit too easy, but otherwise this is one of the 
finest re-imaginings of an B-bit classic ever. 
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tL 2002's other Boulder Dash revival has already had praise lavished “tay 
= onitin the splendid Faris Reunited’ feature in RG St But ite 
= well worth mentioning it again, because this is just a completely i= < 
an fantastic game, and by a mile the best in the series so far. Level a th 
Lx. design every bit as good as the GBA game but without the a 

= easiness issues, Xmas 2002 Edition will have you tearing your hair : 
“7 ‘aut, but is so good and so fair and so clever that you'll decide you Li a] 

x. looked better bald anyway. Perhaps benefiting from having years et ie 
_—s tocome up with new stages, there's hardly a level here that isn’t at > Bm ax EEE 5 

: 3 
= © Fra hakefgein sit Voua or Weta uont cheer ya ual Lo pasted 
enge to 0 es without ou (well, 4 
= sxconl revbeon ranploichieg Itebi nes). oe BF be aoa 
Lt: There's actually very little else to say about Boulder Dash Xmas 4 Wei, foi 
= 2002 eon its much more of e stig torword6leasie Boulder | = = 
LL Desh than‘the frippery-laden EX, and the most innovative feature 4 a i= J = E Ur 5 a WH 
Lif isthe map structure, which both ensures that you never stick ae ee 4h a4 —"h 
ona single level with nowhere else to go, and also gives youthe 

Lt Bear al tymen sone Geeaiece ee HT 
Ter rs em saree hv noite operon 9 sraimecamaimnedt t 
odo uat int = 2003 — 
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<7 tng oy =i ‘ns! A bit of an oddity here, as according to the credits screen = 
GemJam "is bases on Bouidor Dash ands isensed by Frat Stor, 

PCH ike ter dele but it doesn't carry the BDname and Rockford has again been = 
a 60 eau startagair as forgtton al th solutions, replaced by the little blue dragon first seen in Xmas 2002 Edition, 
severing the last obvious visibie link. So, an illegitimate half- = 
brother ta the tastaf the series, maybe, but tn every identifiable 
sense it belongs just as much as the others, so we'll include it 
here anyway. I's built very much to the seme template as Boulder 
Dash Xmas 2002 Edition and has slightly more levels and variation 
(60 stages in four different graphical styles, rather than 50 all in 
the same style), but it gives the impression of having been rushed 
out to capitalise on the success of the earlier game, and the levels 
simply aren't nearly as well-designed. 

There's far too much running around in a random panic amid 
hordes of enemies all bouncing off each other, huge riles of 
unpredictable boulders that you have to bludgeon through by 
trial and error rather than cavafully working aut your etitagy in 
advance, sneaky exit positioning, and suchlike, for this to be half 
as enjoyable as its predecessor. Where Xmas 2002 was a mostly 
cerebral challenge with occasional bursts of action-based bits to 
break i: upa little, the balance in GemJamis tited more towards 
knockabout slepstick farce and explosions — sill fun ifyou enjoy 
that sort of thing, but much less compelling because 100 often 

tm You feel your fate wasn't really in your own hands. And the 
ime MUsic’s pretty annoying, too 
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4. BOULDER DASH — TREASURE PLEASURE (PC) 


After the disappointment that was GemJam, at least FiyOrDie 
didn't just give up. It had another go right away, and the next 
‘proper’ Boulder Dash game (released the same yeer) wos amuch = = ! = a Js 
stronger effort. Reverting to much more classic strategy-puzzle- 
oriented level design reintroduced skill and thought to the game 
and made it much more fun and addictive, (Check out ‘Pearls’ 
and compare it to the superficially very sirrilar level ‘Landslide’ 
in GemJam to see how much more enjoyable you can make aoe 
2 stage with just a single rule change.) Navigating the game's 
pirate treasure mapis also a pleasure, enabling the skipping past 
of lots of rather over-easy stages before the real brainteasers 
nearer the end. Boulder Dash - Treasure Pleasure is quite a bit less 
challenging than its two predecessors, and while they all have the 
same map structure, TP has a lot more levels that appear to be 
aimed at younger players, which grown-up BD fans won't want 
40 bother with. (Or maybe I've just been playing so many Boulder 
Dash games this month that I'm getting too good. ) 

Unfortunately, it also employs a controls-reversing pick-up as 
an active gameplay feature, for which we have to dock it nine 
‘rillion points and with a heavy heart have everyone involved in 
ts development and pul ng brutally killed with broken-glass- 
covered hammers. Ooh, so close. 


» [Atari $200] Ft goo finshed, VES Boulder Dac ook ie it coulé wl be 
themosttechri plished crestionthe console has ever seen, 


One of the odder current phenomena relating to Boulder Dash 

is the sudden upsurge in versions for ancient Atari console 
systems. 2006 saw both Boulder Dash and Boulder Dash Il get 
officially licenced releases on cartridge for the extremely obscure 
Tine. % and unsuccessful Atari 5200, coded by Mean Hamster Software. 


=a. @ ; 3 —"5"=s,  Weirder still, there's a splendid-looking port being mede for the 
= S| - 917 fhe SI] 5200's better-known predecessor the VCS. Coded by Andrew 
== —_ Davie, it isn’t finished yet, but you can find scores of videos of it in 
= " ala =" 1 action on YouTube (search for ‘2600 boulder’). It's currently slated 
ae to come out at the end of this yaar, hopefully again with offi 
’ approval from First Star, so keep your eyes peeled for that one. 
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BOULDER DASH; ROCKS! (PSP, DS) 


We're arriving at the final entry slightly sooner than planned, 

because First Star spent much of the time after Treasure Pleasure 

advertising the next game in the PC series, to be called Boulder 

Desh: The Guardian Quest and sleted for release in 2006. The v 
game was developed to an advanced state, with several worlds of F A 

several levels each and a two-player ‘arty mode’, and looked lots 

of fun, but was suddenly and bafflingyy canned in order for First 

‘Star to concentrate on this DS and PSP release instead. (And it | =_ 


has stayed canned despite the company making @ new PC sequel 
for later this year.) With the benefit of hindsight, tat looks like + =e 
quite ¢ bad move. = 
It’s not that Rocks/ is completely terrible. It's pretty, it’s got lots 7 
of inventive additions to the basic formula (including some rather you see where the hell you're going. (Bizarrely, the PSP version, 
good boss levels), and some interesting new gameplay modes: ®§ which appears to have a bigger grid, isn’t due out for months yet, 
{though most of them are annoyingly locked at the start). It's although UK mags reviewed it as far back as January.) 
just that the main game has been designed by someone with no ~ Far too many times youll have to (for example) chargedown = 


Instinctive grasp of how either Boulder Dash or pure puzzle games 
(which is what Rocks! wants to be at heart) work. 

The screen is zoomad in more than any other Boulder Dash 
game (just 11x8 blocks on the DS, despite a second screen going 
basically unused), which allows for some cute, characterful 
graphics, but ~ crucially ina game of this nature ~ doesn't let 


a Vertical tunnel with three exits, with a boulder falling down on 
top of you, but you can't see far enough ahead to tell which way 
you need to turn, or what might be waiting for you. Make the 
wrong move and you'll be trapped in a dead end or smushed by “eal 
a monster, with no option but to restart the level, through no fault (== gS 
of your own. Itgets even worse later on, when the game has the sau - 
dreadful idea of introducing teleports. 


You can find yourself in a screen with two differentteleports, al ier 
neither of whose exits are visible, where you simply have to i=. ce 
pick one and hopeit was the right choice. If you're lucky, the = 


consequence of tha wrong choice will be simply wasting time, but = 
that's 2 disaster in its own right because the game's other worst “=a 
feature is that levels have arbitrary and incredibly tight time limits, ==" gS 

whereby almost any departure from the level's one pre-defined pallu - 


solution will resultin you running out of time. 

In essence, flocks! is the Rick Dangerous of Boulder Dash 
games a gruelling slog of trial and error, having to randomly 
guess your way through every claustrophobic, maze-like level 
{there are none of BD's trademark wide-open caves here), 
repeatedly get killed, and then remember where you guessed 
wrong until you eventually getto the end without ever having 
employed any skill or independent strategy, which is rather 
unrewarding and not really what Boulder Dash has always been 
about. And all that’s assuming that you haven't smashed your _ 
handheld to pieces inside an hour as a result of the game's poe 
incredibly infuriating insistence on stopping every five seconds als 


neem [PSP Every one of 
those? squares wil 
sulin the game 
stopping and tling 
you suftttotin ol 
gna probebilty ttl 
you atthe stort othe 
Se level anyway. And 
Ee i you tisha level 


= = ratane to explain each of the leve'’s features to you, even when you're = 
ees Caronds: the game ‘on your 20th attempt in a row and know perfectly weil how the —= 
MR eric! wricn dynamite works, you ridiculously irritating fu-! (Medicine time! = 
+ learywass'. Gt. Uncle Stu will see you all next time, readers! — Ed) a 
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STUDIO TO ONE OF THE MOST 


THE TALE OF SHINY IS REMARKABLY MELANCHOLIC. IN THE MID TO 
LATE-NINETIES DAVID PERRY'S TEAM WENT FROM MAVERICK GAME 
EXCITING DEVELOPERS IN THE WORLD. 


SHINY PUSHED ENVELOPES, TECHNOLOGY AND IMAGINATIONS TO 
BREAKING POINT, BUT WHILE ITS TALENTS BROUGHT IT SUCCESS AND 
NOTORIETY, IT WOULD ULTIMATELY ALSO LEAD TO ITS FRACTURE 


Shiny Entertainme 


‘0 sooner had the jet lag 
INE= David was 
INE= his first game for 
Virgin. Global Gladiators was 
an ‘advert game’ for McDonalds, but 
with a casual anti-pollution message. 
For the game's development Virgin, 
took the decision to use the bones of 
another platform game that it already 
had in development, called Mick & 
Mack, but McDonalds had other ideas. 
“| remember this big McDonalds 
executive in my office, very unhappy 
because you couldn't buy burgers and fries 
in the game. We were like, ‘what?’ No 
‘one wants to stand at @ counter buying fake 


@ Shiny founder dDavidPery, 


2 RETRO GHIMEH COLLECTION LOLY 


burgers end fries thet they cen't eat in 
the game. What we dd instead was put 
Ronald MeDonald at the vary and af the 
level, waving @ chequere’ 
that made him happy, and we 
it” recalls David. 

Global Glaaiate 


Sega contacted Davic's publisher Virgin 


wanting to pertner 
7 Up's Cool § 
whather his 


h tories to 


usi 


(Part 2) 


"After Cool Spot, Sega came back to us 
and said they hed the rights t 
says David. "I guass Disne 
approving whatever progress wes being 
made. So | got to meet with the President 
of Sege (Tom Kalinske) and | remember 
sitting in his office 100 days bet 
dus to ship. My team kick 
with assets, | Itprally had to sleep in my car 
tho game finishod at Virgin, it was 
hausiing, but we ended up shigping 
18. Aledain was a really good thing 
was the frst ime 


in the creation of 6 game. Disn 
Animations were enimation gods at that 


@ [P32] Ap oth lacus iors 


@ Are shor ot Shin's Laguna Beech aces 


time, we'd carefully handle each frame 
they drew for us, scan it, colour it (section 
by saction) and testit in the engine. That's 
how we did the frames tor Alacain, but 
‘that meant it all had to be tracked, every 
piece of paper, because the individual 
frames wete so valuable to Disney, 

“At the time | was already working on 
the provatype of Jungle Back." contnuies 
David, “We hed an artist caled Christian 
Laursen, and he blew my mind, the 
backgrounds he wes genereting were 
stunning, and the Mowgli animation was 
done by Mike Diatz — again, I"dnever sean 
such gteat geme animtion, So basically 
wo hed this grest Jungle Beok game. on 
the way, but we raided the team and some 
ideas to make Aladdin. It wes at that time 
‘that Virgin esked me to wrap up Jungle 
Book, but we had borrowed a lat from 
Jungle Book so we really needed to restart 
Virgin/Sege sold over a hundred milion 
dollars of Aladin games, and it was then | 
started thinking to myself, ‘maybe it's time 
to start my own company!” 

And fate stepped in when Dawiel 
recsived two job offors. 

" Sege's Roger Hector asked me to be the 
CTO [chief technice officer) of the Sega 
Technical institute, which | had not heard 
of before," he explans. "It was this office 
that was doing all kinds of advanced R&D 
for Sega. The job would have meant thet all 


FUEL 
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of their developers would have reported to 
me. so | would have heen Yuji Naka’s boss: 
which | found highly amusing as | thought 
he-was a superstar, | wasn't that interested 
in the job but | wes really interested in 
meeting him, so | interviewed for she job. 
David was then asked if he would head 
up game development for Playmares Toys 
who, after making a billion dollars fram the 
Ninje Turtle toys, was eager to enter the 
‘game space. Devid declined Playmates’ 
offer but came back with » deal of his 
‘own: if Playmates agreed to fund his own 
development stucio, in return it would 
have the exclusive rights to the studio's 
first tree games. Playrnaies erunched the 
numbers and then lent David $3 million 10 
start up Shiny, and he set about hiring his 
favourite people from within the industry. 
Tha yas! came too quickly,” remarbars 
David, “we hedn’t any plan of what 
‘we were going to make. Playmates 
‘Suggested we meke @ game sterring 
‘one af their characters so we sat down 
and the team were looking at all these 
differant properties, But there was no real 
‘excitement among my team members, | 
‘think thet privately we wanted to make 
something original, but because we were 
‘working with 2 big company we had 10 
take the tina to consider all the options." 
twas then the: a few members of 
David's team suggested that he hire 


At thetimei dying the change from 20 
130 lost ite few members cs ckgnel earn. Dox 
TanNapel and Mike Dist left start up tha gama sto 
“The Nevericndl Like Shiny, Nevertood's projects all tk 
21 movaive azpruacb garre desi. Is fst game, 
The Ieveroodt was the st videogame const ued 
eral wt day animation, After réleasirg two further 
‘umes — Siaivloraays and Boorntor’— the cempary 
dlssaived. Doug TenNapal wert onto 
for Nebolodeon ard Mi Diz tl wok fa 
asa frelence anrratoe 

aly saw Chnsten Laurson write ect and 


ycorernined the SNES version cf Ezthvvarn Ji, roxy wots for 2K Gamesdevelaning ts 
successlul 2K Sports sete, 
‘Seon afer the raleass ot MDK, Nick Buty, eb Stavancen avd Andy Astrformad thet ew 
ins. The company wert on male the games Gio: Cite 
and Mr Bursar Blace Faleon Soely, Arey tagealy dhe of eancor 


rad a new Phone gine publishing carrey cated NGMIOCD, 


animator Doug TenNapel. Doug was 
working on a Jurassic Park game for 
Dreamworks Interactive at the time. David 
agreed to hire him if he passed a character 
| animation test, and Doug ended up 
| demoing the first walk cycle of Earthworm 
Jim. "! iked his wor, but | saw huge 
{ potential in the character,” David recalls. 
} “Lended up betting the company on it. Oh, 
and of course Doug got the job." 

“if you go to @ Holywood studo and 
| try to get them to Icok et your property 
it's quite difficut. But because | was the 
‘game quy’ they were happy to hear my 
‘opinion on their properties,” says David. 
‘So | would meet with Sony, Wamer or 
Universal, and listen to their idees before 
I'd say, ‘Would youlike to see something 
that | think might make ¢ good movie but, 
| is oaing to be a good videagame?’ And 
| invariably they said, "Sure, let me have a 
| look: So | pulled Earthworm Jim outof 
| 


my bag and | showed it to the head of 

licensing for Universal Carton Studios, and 

he loved it, so cid Warnar Kids Network.” 
With interest from beth Universal 

‘and Playmetes tho pross soon giow 

| very excited, and Stiny and Jim would 

| find themselves splashed across many 

| magazine covers. And the marketing 

masistmm didn't settle. Never before 

hed a development studio licensed out as, 

aggressively as Shiny. Soon there were 


@inistace was splashedprety mach 
tery, romtoye te unehorer and 
even an rots uteprobatiy) 
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m Jim Heloween masks, bed 
underpants, a TV show end even a 


20 S 
Earthworm Jim" says David 
he VP of ecqusitions et Sega, 
Gerske, and | 99 i 
Francisco, with the 


the Gi (Mega Drive), and that we 
couldn't be guerantzed slots any more, kind 
‘me for the worst. So we sit 
through this whole thing and | pull out the 

0 them. Let's 
Just say il was a day and night conversation 
once he 
the doors swung open. 

Shiny immediately began work on an 
"arthworm Jim sequel, but a potential 
disaster wes loaming on the horizan 
The industry was sauntering towards 3D 
gaming and David was faced with e touat 
decision. Shiny had amassed a tearm of 
d 2D artists: some of the best in 
‘business, and in a relatively shor 
jod had refined its unique brand of 2D 
:echnolegy — which it called ‘Animation 

it was clear the industry wes leaning 
towards three-dimensional gaming, so 
Wvertually accepted the inevitable, 
and began researching and reeruiting 3D 


game and demonstrated i 


w all the game running live, all 


Devic 


experts and investing his own money or 


New equipment. 


as hiring 


people who were experts in that field not 
people who were interested in gam 
admits Iw buying very 


expensive Silcon Graphics computers, 
100, It was like $25,000 per computer 
and the software was $25,000, plus you 
had to pay subscription fees, which were 
something lke $10,000. So I'm writing 
these cheques and I'm hiring in people 
I know don't even like the games we're 
working on, and the original team didn’t like 
used @ big rift. Thet w 
the time that Interplay came along and 
wanted to buy Shiny. 

Interplay's interest in Shiny came about 
whon it licensed Earthwor 
Eaition on the Sega CD. 

“Eerthyrorm Jim Special Edition was 
much better deal for us than it 
id | think they kind of | 


itand 


‘around 


Jim Special 


Interplay, 
experience; they knew we were 
pretty sevious," says David “I was just 
looking at the whole thing thinking thet 
this we a ime to get out. so | 
sold the company lay and they 
(doh!) my tearn tur grea @ 
2D. Ono thomsalves and 
started really working on it. In the actual 
sale, the deal nearly fell through over the 
last $10,000. We couldn't work it out. 


they applied 


So, being gamers, we decided to bet it 
on @ game of pool. And I neatly won that 
damn game of pool! 


@ shiny wae ovipnalytying with eid of having 
‘ha nl Seth hoa in Path OP Neata te oem of 


art Godalltype monte 


“We had 8 programmer called Andy 
Astor, end Andy wes my tools guy. Wh 
we were making worm Jim he was 
making the tools, and on Earth 
he started to write game co 
Earthworm Jim Spociol Edition he handled 
conversion by timself, but we didn’t 

his true powers. He wes convinced 
uid do 3D and so put together a 3D 

angine, completely from scratch by hims 
So we endad up getting him @ support 

grammer called Martin Brownlow,” 

Pleyme asked Shiny 
it another tig game, one 


vor slim 2 


as Well, By 


suncess of jim, and that’s 
when the taam pitched MDK. But 
about the 


Playmates had its recerv 
appeal of the game, 

i| these storyboards explaining 
first ever videogame sniper rifle 
worked, hut thay just weren't 
says David. “So Nick Bruty 
and Bob Stevenson set down with @ 

3D package (3D Studio) and rendered 

the whole thing out in 3D. using the 
storyboards that we had, We asked 
Playmates for a second mesting, played 
them the video and they got terribly excited. 
They were like, ‘Oh my god, this is great! 
Thay wanted to make toys, get a television 


woul 


interested, 


shaw goin tory again. 
With the game under way, David 
appro anadian CG animetion studio, 


Mainframe Entertainment to get an MOK 


© i you sed an reason io ay Saris, un your eves oe ese scares. 
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television show off the ground. Mainframe 
‘created the kids’ computer-generated, 
television show ReBoot and David wanted 
CG for MDK So he went to Canada and 
pitched the Mainframe team the idea, and 
they agreed to make the sho. 
"It wes the same story agin, we had the 
toys, we had the TV show,” he explains. 
“Sows Ned a meeting at Interplay, and you 
have to ramember that | don't own he: 
company any more ~ths is where | started 
to regret my decision. We had the deposit 
cheque to get the whale thing rolling from 
the toy company and basically it was the 
igning meeting, So wate al waiting for 
the celebration drink and then the President 
of Interplay (out of the blue) deaded not to 
sign the deal. He thought, ‘why am | going 
through all these people, why can’t we 
do all of this ourselves?’ It was the most 
frustrating meeting of my life. Ta have a 
television show lined up, 6 toy line fined up 
and | knew thet once you cet those two 
everything else comes with it, we woule 
have had comic books and videotanes 
and everything else, it all just eolapsed in 
‘one meating for no good reason, |t was a 
dumb decision, and so the whole thng fall 
apart on me.” 

Frustrated, David and his team continued 
with MDK, and the game proved another 
huge suecess for Shiny and Playmates, 
further enforcing Shiny's reputation 
for delivering innovative and exciting 


videogames end finally coming to endit 
nce agreement. It was then Interplay 
‘would begin farming out sequals 10 Stiny's 
properties, It made another Earthwasm Jim 
game with Crave, Earthworm Jim 30 with 
Scottish developer VIS Enterteinment, and 
then handed the MDK reigns over to FPG. 
stalwarts BioWare. 

We didn’t really want to get involved, 
says David 
done was shelved them, and done what 
Blizzerd does and do 2 preperty then 
leeveit alone fore while. At thet time | 
was responsible for the budgets. The way 
ime studios work is you have this 
ceftan amount of overhead and if you have 
one game, it has to carry itallon iis beck, 


"| think what we would have 


$0 |, in my infinite wisdom, decided to start 


four games at once, which was just the 
most stupid move ever.” 

The four 
working on were Sacrifice, Messieh, Wild 
Gend Stunt Copter, but the mammoth 
undertaking of working four projects soon 
+00 its toll eam, “Talent was 
spread thin, and we were so aut of space 
you cauldn't gat a credit card between 
people in the offico,” romombers David 

"We were meking a model helicopte: 
game because I liked mocel helicopters, 
Massiah was a game where we were 
trying to get eeross the idea of poss: 
and it used 8 new tessellation technology 
that had not been seen before. Ard tha 
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Sacrifice sterted after that and used the 
Messiah engine, on stersids. Wid 9 was 
@ game where | had this idea about being 
‘ble to grab your enamy and maniouate 
them, forcing them into the traps they set 
jor you. All the gamos had a reason why | 
wanted to make them, but we never had 
the bandwidth to hendle four games, and 
it created four factions in the company, 
which wasn't really what Shiny was all 
about. It wes avery difficult time.” 
Despite the mounting pressure within 
Shiny, Messiah did have some cool tech 
Sacrifice became ore of the highest rated 
real-time strategy games ever, and Wild 
9 was licansed by Sony in Japan and had 
woron't 


fee itera, banka eoiros ja 
| big sellers for Interply, 

"Our helicopter game wes based on 
‘lying model helicopters.” says David. 
| *When you fly a model helicopter for real 
| you're scared of breaking it, so you end 
| up kind of just setting iton the gress and 
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‘rying to lift it up an inch off the ground 
and set it back down, What 
\s you stert to challenge yoursell mentally 
to see what you're capable of daing, you 
keep giving yoursel incrementally more 
complicated goals. Sa we made this 
prototype and there wes ne game, but 
it was really surprisingly addictive and | 
decided to fund it. Our intention was to sell 
it as cheap as possible an the PlayStation 
but Interplay dicin't want it (tao risky), So | 
pitched it to Midway, they Iked it and we 
did the deal with them, they then turned it 
into a different game (big and complicated), 
| stepped out of the project. Intemlay took it 
back and shipped it.” 
The game did okay, end found fans, 
porticuarly among helicopter erthusiosts, 
bout it cidn’t become the huge pick-uo-end- 
pley sandbox phenomenon that David and 
his teem felt it potentialy could have bean, 
But thara was no time for David to stew 
over the changes as he anc his team began 
work on Enter The Matrix 

“The Wachowski Brothers really liked the 
Messiah technology — | think they were fans 
of MOK, too," admnts David. "I was asked 
‘© come to Joe! Silver's offices and meet 
the directors. So | did and they pitched me 
the first Matrix movie. They had a lot of 
storyboards and a video of a barrel of fire 


I ! 


| burning in slaw motion. | didn't realise it at 


the time but what they were demonstrating 
to me was bullettime. Because We were 
ceep into Sacrifice at the time | actually 
passed on it (aughs), And then | went to 
tne first Matnx movie and just wanted to. 
smash my head into the wall. They then 
called me up after the movie nd asked if 
\'d seen the film, and would we like 1c do. 
Matrix Reloadec? And of course the answer 
‘hall, yes’! Thay really wanted to try 


to break new ground by making the movie 
and the games work ‘ogether. They said 
we could use all of the actors and all of the 
music, they would write a brand new story 
and shoot the actors acting it out. It was 
pretty exciting, as you can imagine. 

The problem was ultimately we had big 
granciose plans for the game but getting 
itall in was proving to be very difficult” 
David continas. “There were just so many 
tachnical issues and problems along the 
way, | couldn't feel bed about it but it ust 
made it quite difficult and everyone did their 
best, And then we hed some crazy stuff 
happan to us, we actually gat evicted from 
cur building, Our lease wes about to expire 
and cur landlord asked me if we would be 
extending the lease? Well, by that point 
we had so many people working for us the 
place was packed (so we really hed to plan 


© David (onthe rig walk the ree emer with Kem Reeves (on tele). 


| to reform 


to leave), so | asked if we cauld’go month 
to month and pay until the project was: 
completed, He said he knew I'd-say thet, 
and that he had already signed a deal with 
someone else. We had 20 ba out in three 
months, We had about five to six months 
loft to go on the Matrix project, so the 
timing couldn't have been worse.” 

In spite of this, Enter The Matrix sill 
Tumed out to be a huge suctess for Atari, 
and resulted in the company purchasing 
Shiny from interplay for $47 million 

“They enced up making hundreds of 
millions of collars, so it was pretty good 
deal for them," says David. “It was then we 
‘began working on Path Of Neo. We also 
got the bes’ officas that we could imagine, 
Atti spared no exper 
with custom-built offices right over the 
water, boats parked against the windows 

h, Souther Caitornia, and 
at for us: But Atari was 
starting to run out of maney.” 

Now a tendril of Atari, Shiny began 
looking for its next project. And David 
decided to look up same ald friends 

“Atari were very interested in doing 
another Earthworm Jim game so | decided 
original Earthworm Jim toam 
\ called them up and we all met at the Shiny 
offices and agreed to stert the team agan, 


We ended up 


3B 
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te do.a new Earthworm Jin 
re-imegine the cheracter 
and give it a reel fresh naw look, similar to 
how DG reboot Barman So we started on 
that and then Alar told us they couldn't 
afford to make the game, and that wes « 
problem because we had already started 
‘on the Earthworm wim engine, we ectually 
had developers sitting there laying out 
Earthworm Jim lavels trying to get the 
technology, up. end mining. | was also 
working on another game al the time, 
whieh | had really big hopes for. The game 
was called Plague and it had amazing new 
hooks never sean before, The problem 
‘was that we were really struggling to 
get buoget down to 10-12 million, | really 
needed about 17-20 milion to make it 
because | wanted itto be epic.” 
Haemermaging money, Atari asked 

Shiny to create a simple Matriestyle 
fightng game for the PSP. But than 
disaster struck. 

"The money got worse and worse and 
then Atari announced that they were acing 
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to sell off all thair dovolopmant studias, 
says David. “They ave me'a deadline 
(IMarch 2007} 10 find 2 buyer for Shiny or 
they would close the doors. | resigned 
and promised my team that | woud try 
to find @ buyer for Shiny. Ihad a bigger 
idea, | got together with two different 
groups of investors and we tried to buy the 
entire Atari Corporation and brand out of 
Infogrames. We cffered them hundreds of 
nillions oF dollars but they wouldn't take 
the meeting. | then found a buyer just for 
Shiny. Surprisingly, the CFO forcing the 
sale, who set the March deadline, then 
resigned from Atari, So the panic to sell 
Shiny vaperised, naw | can't have Shiny 
and | can't buy Atari, so that's when | 
started consulting for the business, About 
‘en months later, Shiny was bought by 
Foundation 9, the compary | had contacted 
wher | laft. So at the end of the clay, the 
staff were sale, that’s al that mattered 
Dovid now heads up his own 
consultanoy firm GameConsutents.com, 
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and experience te others. David has also 
been instrumental in heping people to 
geta leg up in the industry. His website 
Game Industry Map provides an online 
information hub shewing the locations 
and whereabouts of developers on 
global map, and his Project Top Secrat, in 
perinership with Acclaim, gave 60,000-plus 
bedroom programmers and new talent the 
chance to gat involved in the creation of a 
ortheoming MMO game, 

n 2007 Foundation Sennounced t 
was merging their California-based 
studios, The Collective end Shiny, and 
renaming them Double Helix Games. The 
anrounsement added flames ta an inchistry 
rumour thet Atar didn’t offer up the Shiny 
name as part of the acquisiton package 
10 Foundation 9, and sti! owned the Shiny 
name. If true, then with ownership of 
many of Shiny’s past licences stl with 
Interpley, the ashes of this talented studio 
would be sestterod across three different 
‘organisations, each part unlikely to ever 
glisten quite as brightly again 
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icking its first fight 
back in 1984, Punch- 
Out!! was a comical 
arcade boxing game 
about a wireframe pugilist with 
moss hair who had to battle a 
cast of boxers who resembled 
‘the characters of Popeye. 

Meny fans hold up the NES 
version of the game to be the 
pinnacle of the series, owing to the 
game's memorable introduction of 
the senes’ iconic hero Little Mac, 
bout it wasnt untl tho arrival ofthe 
Suver Nintendo that the a 
creator, Genyo Takeda, fnally hed 


the tads to bring his inaugural 
Ateadla boxing experience into the 
home with Super Punch-Out! 
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Bald Bull, the fitst belt holder 
you face, is one of three boxers, 
carried over from the NES 
game. With a head shapod 

Tike a jelly and a symmetrical 
eyebrow-moustachio thing 
going on, Bald is the most 
faithful in look and move setto 
his 8-bit counterpart, 


‘Sandman was the final boss, 
in the original arcade game. 
Here, however, the original 
Heavyweight Champion of 
Nintendo Boxing has been 
relegated to the position of 
midway bose. It's probably 
‘good thing, too, as he’s not as 
imposing as he once was. 


‘Super Macho Man was the 
ast competitor you fought 
‘the Super Punch-Out! 
areade game, This groy- 
ponytail-wearing, bronze- 
bodied Californian geriatric: 
fights with gold glovos 
and matching boots. H 
sycophantic poser, too. 


a 


‘This bald and emotionless 
ooking Ivan Drago-looking 
robot is the final character in 
‘the game. Before you get to 
face Mick though, you have to 
fight his brother Rick. Nick and 
Rick look idontical except for 
‘the fact that Rick smiles and 
‘wears ear jewellery. 


WHY IS IT A CLASSIC? 


Split up into three individual circuits and with an impressive roster 
of Io fighters tor you tochallenge, Super Purch-Qutiis the biggest 
‘game inthe Punch-Out! canon. italso bozsts some ofthe slickest 
two-dimensional graphics ever to be beamed from a Super Nintendo, 
Corsequenty, Super Punch-Out! actualy feels more like a 16-bit 
re-imagining of the original coin-op version rather then an aut-and-out 
sequel to the NES game. It also benefits from the power ofthe SNES 
‘0 knock out some wonderful-tooking cartoon boxers and some pratty 
flaviless animation, too. 


BEST MOVE 


Although it's blatentl illegal move, Dragan Chan's ‘leap off the ropes 
at either end of the ring andkickyou square inthe face’ essaultis still a 
real crowd pleaser. While the speed that Dragon Chan moves at means 
that you will havelittle warning that the move is coming, tha attack is 
actually relatively straightforward to avoid, Dragon Ghanwas actually & 
carryover {rom the original Super Punch-utl! the softarcade sequel 
tothe originel Punch-Cutl! game. The character's fighting style is quite 
similar to the NES boxer Don Flamenco, which could be the reason why 
(Chan never found his way on to the NES port. 


SS 


BOX CLEVER 


‘What really makes the Punch-Out! series stand out from most ather 
fighting games is its incredibly simple and eactive-feeling controls 
(thore are four basi attacks and two special haymokor moves that, 
become available when your stemina bars full, the acute balance of 
timing punches and defences, and the notion of reading your opponents 
a they telegraph their attacks with comical visual cues. You could argue 
thatfights are simly a bunch of elaborate 
might have @ point. Butwe would say thatthe 
boxing re-created brilliantly, 


time events, and you 
e arethe raw workings of 


THE SUCKER PUNCHES 


‘As good as the game may be, itisn'twithout afewrniggles, Far one, 
the popular pint-sized underdog Lite Mae, from the NES game, wes 
replaced with a sun-bathing, mascle-pumped Adonis who looked like 
he'd squandered his prize purses toundergo intense surgery to cok 
like hishero Matt Damon. Nintendo also slightly eschewed the rues 
of boxing in Super Punch-Out! Here —asin the orginalercade game 
—fighters gata single round to ether knock their opponent out cold or 
win by TKO. Andther 
spared dating of boxing 


MEMORABLE OPPONENT 


This prissy Britis boxer makesit n for sheer comedy value. Narcisis, 

a blone narcissistic prince (hence his name) who looks like Leonardo 
DiCaprio in Timmy Mallets clothes, Don't his pratty face and curious 
attire deceive you though, Narcisis tricky character to fll. The best 
way isto bop him in his stomach, weteh him double aver ane then punish 
hin with a cuick jab te his head. This quy seriously hates taking a blow to 
the face —smack himin his big, fat, beautiful rose and watch as he does 
animpression ofa melodramatc hypochondriac with a hornet allergy 
who's st been stung inthe ey 


CONGRATULATIONS)! 


STANDOUT MOMENT 


Ittakes courage, starrina and stillto become the champion of Super 
Punch Gut!! Actually alttakes is alittle bit of practiceand the capacity 
toremomber things. Anyway, knock tho nonchalance out ofthe current 
\world champion and sweet victory will be yours t savour, What 
folowsare a series of shor press statements from each boxer you've 
destroyed. Some will ptto take their embarrassing defeats Eke men, 
while others, stich as Bald Bull and Mr Sandman, vl try to goad you 
back inio the ring, and Bear Hugger willrevealto you thatit'sactually 
possible to knock him out in ust 17 seconds, 
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Uiandy ® 


It may be obscure but, as Gauntlet’s most prominent influence, Dandy 
is grandfather to dozens of dungeon crawl games. Craig Grannell 
talks to Dandy creator Jack Palevich about how it began 
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sprawling labyrinthine dungeon crawling 

with deadly monsters, belched out by generators. 

Keys that unlock secured areas of the dungeon. 

Four brave and hardy warriors, intent on reaching 
the dungeon’s lowest levels, using only their wits, paltry 
weapons and sporadically found food to aid them, This 
might sound like Atari’s hit arcade game Gauntlet, but we're 
talking about Dandy (also known as Dandy Dungeon), a 
top-down, RPG-inspired, dungeon-based shooter, released 
for Atari &-bit systems. And before anyone gleefully yolls 
“clonel”, Dandy arrived a full two years before Gauntlet 
=the arcade game is the clone. 

Dandys story begins atthe Massachusetts Institute of 
Technology (MIT). In 1982, Jack Palevich was investigating 
ideas for his undergraduate thesis. A keen programmer 
from an eerly age, Jack initially considered writing an 


Atari 800 emulator for the MIT CADR Lisp Machine. "It 
would have been one of the first personal computer 
emulators," maintains Jack, "but after my thesis advisar 
stopped laughing at the absurdity of using a $100,000 
machine to emulate an $800 machine, he asked me to 
pick another topic. 

‘Along with an interest in computers, .Jack liked co- 
operative gaming, and set about combining the two. “| never 
played any RPGs,” he admits, adding that he didn’t have the 
time, and had far too much fun programming, “but I'd bought 
the manual sets and watched cther people play. | decided 
| wanted to recreate dungeon exploration pen-and-paper 
role-playing games on a computer, including the important 
team-based element” 

Influenced somewhat by the Xerox Alto Maze War game 
—which Jack calls “the very first multiplayer LAN-based FPS" 


1. 


uo 


—in addition to various top-down maze-based arcade games, 
Dandy slowly came together. "My initial plan included an 
active dungeon master, at a second computer, who controlled 
the dungeon, and sent in waves of attacking monsters," 
reveals Jack, who also invented various foes to roam the 
dungeon, hand-to-hand combat involving lightsabars, 
magical weapons, start and end movies, and an ambitious 3D 
viewpoint, "but | only had three months to write the game, 
while alco still going to clas: 
Dendy was subsequently scaled back to meet the tight, 
deadline. The 3D viewpoint was scrapped in favour of simpler 
2D levels, and many other components were simpified 
or removed. Arguably, though, the biggest change was to 
Dandy/s benefit. "Due to time-pressure, the dungeon-masier 
console devolved into a simple file server, and once it we 
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My initial plan included an active 
dungeon master, at a second computer, 


who controlled the dungeon 


justa file server, it made sense to use the Atari 800s floppy 
disi," says Jack. The importance of this change can't be 
overstated ~ Dandy suddenly shifted from a complex, 
multi-computer gaming environment (which, admittedly, 
was ahead of its time, but unlikely to enable Dandyto 
achieve widespread popularity) to a tightly honed single 
machine multiplayer videogame, combining RPG elements 
and arcade action. 
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The Making Of... 


DANDY 


Jack admits that although time pressure often forced his 
hand, he was by this stage already increasingly thinking 
about gameplay: "Many of Dandy’s changes happened in 
response to playtesting feedback. For example, | used to 
save a level/s state when you left it, so you could go back, 
because the original idea was for players to go to the bottom 
level and than return back up. But nobody ever went up, 
except by mistake, so | took that feature out.” 

The inclusive nature of the development also led to 
another standout feature: e level editor, “That was a happy 
accident,” admits Jack. “The first thing | did with Dandy was 
create a big, empty level with a man running around it. On 
playing the level, it occurred to me that if had the man 
leave a trail of shapes, | could use that as a simple paint 
program to create a level editor” 

With Dandy having @ level editor right from the start, 
Jack was able to get friends to design levels, easing 
pressure whan his own ideas ran dry, “I used a letter to 
display the level name, and so it seemed reasonable to have 
26 levels, but | ran out of iceas long before the end - one 
level's my signature, 'Hackerjack’, and another's a picture of 
my dog!” Despite the occasional iffy design, Jack considers 
some of his Dandylevels a success: “My favourite is the 
rst level, which was one of the first | designed, as a tutorial 
on how to play the game. |'m also proud of the final 
‘Heaven’ level, and like the idea of a level full of treasure 
that endlessly repeats, 

Elsewhere, Jack set about fine-tuning the dungeon’s 
contents: a mix of walls, monsters, food and davices to aid 
players. The monster mechanic in Dandy was unique at the 
time: often appearing from spawners, monsters attack in 
‘swarms; monsters also come in three sizes, devolving to 
the next size down when shot, becoming less deadly. Shoot 

ign 
‘was technically driven, as Jack explains: “Once | decided 
on allowing a level editor, | wanted to ensure every possible 
level just worked. | didn’t want auxiliary data structures that 
might limit how many monsters you could use, | wanted to 
have all the state of the game storad jn the 2D array that 
was usad to display the level. So each monster wes 
represented by a single number, which was used directly 
by the Atari hardware to draw the monster's grephics. 
When a strong monster took damage, 'd replace it with a 
‘weaker monster, and so on until it was destroyed. it was 


the smallest monster type and it dias. Much of this d 


faith th 


RUN THE 
GAUNTLET 


DANDY AND GAUNTLET 
are poles apart aesthetically, 
but on playing both games, 
it’s readily apparent how 
similar they are. Both offer 
simultaneous and slightly 
awkward four-player modes; 
both enable you to rempage 
around a scrolling dungeon, 
killing monsters that spew 
forth from generators; and 
both offer a key/locked door 
madel, slong with peppering 
the dungeon with health- 
boosting food, which has 
mysteriously managed to stay 
fresh in putrid conditions. 
‘Most of Gauntiet’s changes 
were designed to suck coins: 
health levels constantly 
dropping, immediate food 
consumption, a lack of player 
resurrection, and more 
frenetic gameplay. That 
Said, Gauntlet also added 
important ideas to the mix, 
including distinct monster 
types, and melee attacks for 
hand-to-hand combat. It’s 
likely, though, that Gauntiet’s 
sheor success, rather 
than amended gameplay 
mechanics, are whatled to it 
becoming a ‘template’ for an 
entire genre, at the expense 
of the obscure Dandy.” 
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[Ata 8-8 For Jock, enabing four playesin Candy was the beat ofthe gave “twas alabout 
‘re-creating the RPG durgeon party experience” 


then simple to use three different graphics for the different 
levels of monster health.” 

The spawners arrived from a need to make levels harder, 
and were inspired by the cellular automata of Conway's 
Game Of Life; but monster swarms, where the player rapidly 
finds themselves surrounded, came from nothing much 
at all. "When | creeted Dandy, | was unawere of the likes 
of Ipopular Eighties college game] Rogue and didn't have 
ideas for monster behaviour beyond ‘run right towards the 
player,” laughs Jack. “If I'd known about Rogue, maybe 
Dandy’s monsters would have been more interesting!” While 
navar intarasting, lack reveals the monstars sometimes at 
least became odd during playtesting: “There were bugs 
where the monsters all ran away from you, or ran at right 
angles, resulting in orbiting monsters! In retrospect, | should 
have used these bugs to implement ‘scare monster’ and 
‘confuse monster’ spells!” 

Final pieces of the Dandy puzzle centred around ensuring 
games lasted » decent while. With up to 30 per cent of your 
heath removed on hitting ¢ monster, food was sprinkled 
around each level. Unlike the later Gauntlet, Dandy enables 
you to store food, saving it for when it's most needed. 
“Notice that eating food ahways maximises your health," 
says Jeck. "I wanted the player to decide how much they 
wanted to gamble on using food ~should they wait until 
their health is low, but then risk dying ‘rom a single monster 
bite?” But even death is not tha end in Dandy, since shooting 
resurraction hearts enables players in limbo’ to return. “The 
heart was one af the game's last additions. It was acided 
because during pleytesting people would start a game over 
‘once a party member died. Adding the hearts encouraged 
the party to keep going, and gave playars a nice side-quest.” 

With his game complete, Jack got an ‘A’ on his thesis, and 
Dandy was subsequently released through the Atari Program 
Exchange. But the future for Jack and Dandy became 
turbulent when Atari’s arcade division unleashed Gauntlet 


Strikingly similar to Dandy (see ‘Run The Gauntlet’), Atari's 
arcade game led to Jack taking legal action to ensure he 
retained the right to further develop his own creation. 
“Atari really took advantage of me,” he says, ruefully. “To 
be honest, IP laws weren't very clear in those days, and 
also MIT owned the rights to my thesis work, and wasn't 
interested in pursuing claims against Atari.” 

Jack says his biggest regret, aside from possible lost 
royalties, was not demanding a ‘designed by’ credit in 
Gauntlet itself; “| asked for it, but Atari cleverly put me 
off with the excuse that the ROMs had been burned. 
Unfortunately, | didn’t think of requesting a credit in future 
revisions of the game.” We ask whether Jack feels slighted 
by the incident, and whether he thinks Dandy has been 
wrongly overlooked as father to entire genres, in favour of 
Gauntlet especially given thet many of Gauntlet’s gameplay 
mechanics originated in Dandy, “My friends and much of 
the game design community know about Dandy, and so 
I don't really mind, Also, after Gauntlet 2, the Gauntlet 
franchise moved off in its own direction, away from Dandy. 

I don't think current versions of Geuntiet have much to do 
with my design.” 

Gauntlet also pops up when we ask what Jack would 
change in Dandy, given the chance to go back: "That's a 
‘good question. Most of the obvious improvements were 
done in Gauntiet— things like adding character classes, 
more types of monsters, changing the environment sprite 
set on different levels, adding in synthatically generated 
levels, character classes, batter animation, more kinds 
But | think if | had to do Dandy again 
with exactly the same time and design budget, I'd putin 
differently shaped levels, and a few more types of monsters, 
And it might be worth creating a shop~the money you 
collect is currently useless!” 

Today, Jack remains immersed in the world of technology, 
and worked for seven years at Microsoft on graphics libraries 
and tools for the Xo0x and Xbox 360. More recently, he 
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DANDY RESURFACED IN 1986 on major 
home computer formats, Bearing little 
direct similarity to Jack’s game, the 
update instead ripped off Gauntlet, 
resulting in a legal spat between publisher 
Eleciric Dreams and Atari, causing 
myriad irony machines to explode. 
Although the 280 versions are fine, the 
C64 portis iffy, and programmer Nick 
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‘Orlando’ Pelling reveels why: “Dandy was 
written by a bunch calling themselves The 
Rarn Jam Corporation’, who promised 
Electric Dreams a C64 conversion by 
Christmas. Time passed, nothing turned 
up. Electrie Dreams pulled the plug and. 
asked me to give the C64 version a go.” 
Although he'd never programmed 
the C84, Nick took on the challenge, 
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wrote the ‘Street View! Google Maps 3D viewer forthe 
Android smartphone. With a family to support, Jack says 
he has little time for writing games as a hobby, although 
it’s clear Dandy never entirely left him. “I ike learning new 
programming languages, and when | learn a new language 
or library, | often try to implement Dandy in it, to get a 
feel for whether the language is a good fit for videogame 
programming - | guess most people would use Tetris or 
‘Snake instead!" 

We're told the current ‘speed record! for implemer 
Dandly from scratch is just 11 houts, using Cit and XNA 
for the Xbox 380. Unfortunately, no version af Dandy has 
yet appeared on a modern console, and Jack’s unsure 
whether that will ever change: “One problem I’ve run into in 
developing Dandy for modern consoles is that most of the 
obvious incremental improvements, such as improving the 
way characters move, or adding more kinds of monsters, 
actually make Dandy more like Gauntiet -and that's just 
not a direction | want to go in. | don't want to just copy that 
game, and so | feel that I'd have to work for quite a while to 
move beyond the Gauntlet design space end strike out into 
new territory.” 


9 


TOGETHER IN ELECTRIC DREAMS 


considering Dandya simple game: 
knew 8502 assembler inside our, had 
access to a dey-kit, and worked for 
six days without sleep, took a day off, 
and worked for another six days to 
get everything working, Despite the 
mad effort, Electric Dreams messed 
Up the packaging and were unable to 
get it out for Christmas anyway...” 
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‘Savin years after its arcade, 
telease, Sian Fightarivedon the 
Mega Dive, The port is cose 10 
rcadia periact The only problem 


Sure, C64 was built for shooters, 
but Johnny Meecan coded this wel 


Stephen Wahid graphics were good 
and Martin Galway dd an excelien 


version of Slag Fight chalenging 
unutrack The levels were fathful to 


the original but your homing missles 
were a bit siow, 


After the brillant Mega Dive and 


Commodore ports, the Spectrum 
vatsion is dseppoining, The lack of 
ingame rrusic was understandable, 
ut nearinvisible bullts are really 

seer anh 


and the levels are far from 
accurate, At least i's better than 
Probe's Amstrad version, 


Probe must have been going for 
some sort of record as the control 
nel takes up 44% of the screen. 
We get the Spectrum's harckto-s 
bullets, inaccurate levels, anid blocky 
graphics and the world's a 
bosses. This scieenshat's supposed 
toshow the giant three-part tank 
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INSTANT EXPERT 


‘Some later Mega CD games 
‘were coded to make Use ot 

the additional power of the 
iifated 32X add-on — when fully 
assembled, this hardware setup 
was quite @ baast and required 
three different power supplies. 

‘The Mege-CD was alsoable 
to play the CD.Gs, a format used 
mainly to display karaoke lyrics 
fan seraon a kareake add on waa 
also produced forthe system, 

Digital Picture’s Sewor Sherk 
and Night Trap were going to be 
released on the Super Nintendo 
CD-ROM system — when this was 
cancelled, a deal was signed to 
bring them to Mega-CD. 

All Mega-CD games cairy 2 
ragion lockout system, This can 
be circumvented by chipping 
the machina oF purchaeing a 
converter cartridge (such as 
Datol’s CDX) that sloteinto the 
‘Mega Drive’s cartridge port. 

‘The Ricoh RF5C164 sound. 
chip is one of tha machine's 
greatest assets and grants an 
adaltional eight channels of 
Sound, all of which can be used 
to play samples. 

Game saves were recorded 
to the Moga CD's intornal RAM 
it was also possibie to purchase 
2 RAM cartridge that woule 
offer even more space. Some 
gaman auch aa Shing Force 
CD - required so much memory 
to anve 2 game that these carts 
‘were almost essential 

‘The Mega Drive and Moga 

SD both feature the same 16-bit 
Motorola 68000 CPU, but the one 
present in the Meya-CD has a 
‘clock speed almost twice as fas! 

Notable ‘paci-in’ gamos 
Included Road Avenger, S 
Feaca, Cobra Command ard 
‘Sega Arcade Classics, which 
featured several popular Maga 
Drive games such as Golden Axe 
and Revenge OF Shinobi 

Titles such as Ernest Evans 
and Sol-Feace were later released 
‘on the Mega Drive, with only the 
ED audio and cur scenes missing, 

Rapper-turned-thespian 
Matk Wehibarg can count himself 
28 8 Maga-CD star— he appeared 
in Marky Mark: Make My Video, 
which allowed playersto adit 
three of the Funky Bunch’s songs. 


RETROINSPECTION 


MANY GAMERS ASSOCIATE THE NAME ‘MEGA-CD’ WITH ‘ABJECT FAILURE’, BUT OTHERS 
BELIEVE THE PLATFORM'S ONLY FAILING WAS TO BRING CD-ROM TECHNOLOGY TO THE PARTY 
AGENERATION TOO SOON. DAMIEN MCFERRAN CELEBRATES A TIME WHEN SEGA WASN'T 
AFRAID TO TAKE MASSIVE RISKS IN THE HARDWARE ARENA 


hey say that pride comes 
before a fall but as the 
first broadsides of the 16- 
bit war were unleashed at 
the dawn of the Nineties, 
Sega certainly had plenty 
+to feel proud about. The launch of the 
Mega Drive (rebranded ‘Genesis’ in 
the US) had transformed the company 
from plucky also-ran to industry 
leader virtually ovarnight; the hitherto 
unchallenged dominance of Nintendo's 
8-bit NES was broken and by the time 
1992 arrived Sega was able to call 50 
per cent of the American home console 
market its own. 
it was during this exciting period in 
Sega's history that Scot Bayless joined 
the company. He vividly remembers 
what it was like to work for Sega at 
its peak; “It was exhilarating; we were 
running about 60 per cent on sheer 
bravado, One of the great things about 
Sega in those days was the company’s 
willingness to justtry stuff. We had 
a T-shirt made with the slogan “This 
may not work, but what the hell’ ~ that 
was pretty much our attitude.” Such 
joyous ebullience imbued Sega with 
the confidence to experiment with new 
technology — end in this case, it was the 
medium of CD-ROM that intrigued the 
lapanese firm 
Coming straight from Spectrum 
Holobyte (where he worked on the epic 
air combat flight simulator Falcon 3.0) 
Bayless took the position of Technical 
Director at Sega of America and was 
ultimately put in charge of overseeing 
tho US debut of Sega's latest piece 
of hardware —the Mega-CD. It wasn’t 
the first company to embrace the 
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Year released: 1991 (Japan), 1992 
(US), 1993 (UK) 

Original price: ¥49,800 (Japan), $300 
(US), £270(UK) 

Buy it now for: £16+ 

Associated magazines: Megatech, 
Mean Machines Sega, Sega Power, 
Sega Pro, Mega 

Why the Mega 
For many gamers it was their first 
glimpse of the raw potential offered 
by the CD-ROM format, and while it 
wasn't the success that Sega might 
have hoped for, you can’t deny that 
the Mega-CD was privy to some 
wonderful games, Plus the ‘Mark 1 
Mega Drive and Mega-CD combi is 
one of the sexiest hardware setups in 
the history of consoles ~ fact. 


CD was great 


possibilities of the shiny plastic disc 

~ rival NEC had produced its own CD- 
ROM add-on for the 8-bit PC Engine in 
1988 - but with the Sega brand in the 
ascendancy and the war between the 
Mega Drive and Nintendo’s SNES about 
10 go global, all eyes were on this latest 
system and the new era of technological 
brilliance it was about to usher in. “Sega 
of Japan was already well along the road 
and the first development kits showed 
up not long after | did,” reveals Bayless. 
"My first responsibilty was to help 

get the first demos ready for the big 
announcement event in New York.” 

The machine had been conesived by 
Soge’s top hardware team in Japan, but 
80 fearful was the company of internal 
leaks that it had been intentionally slow 


to provide Sega of America with vital 

technical information relating to the 

project. This clandestine attitude meant 

thet Bayless and his team had to work 

overtime to get things ready for the 

US launch, which was scheduled 

for 1992. “At that point there 

were virtually no software tools 

— only barely functional dev kits 

and incomplete documents 

that were being translated 

more slowly than they 

were being revised,’ 

he remembers. “There 

was one stretch where 

| spent four continuous 

days in the building — as 

in didn't actually leave 

+the premises. | lived off 

vending machines and 

coffee while | slogged through 

a bunch of systems code, 

trying fo get the demos to 

function reliably. 
Because the hardwere 

development was being 

done exclusively by Sega's 

Japanese team, Bayless 

decided eerly on that it wos 

vital that he familiarise himself 

with the new machine. “One 

of the first things | did was to 

go to Tokyo and gat up to spead 

on the hardware,” he recalls. With 

the relevant tools in place, Bayless and 

his US team were able to start tinkering 

arund with the console, and it didn’t 

take long for potential problems to arise. 

“The big headline was that there was a 

seeond CPU with its own memory — that 

was the good news,” he says. “The bad 

news was that the data path between 
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PAL Sega Mega-CD Library SegaBase 
Imp wow sega-mega-c-lbrary.a 

If you're thinking of collecting avery 
single PAL Mega-C0 release then 
this site s anessentil resource It 
ontaingan exhaustive collection of 
Mega-CD info, Including details about resources on the net ands home 70 
Games that naver made it anc how to an excellent place on the history of 
emulate the Mega-CDen your PC. 


tenp:/foww.eldolons-inn ne/i-index, 
php?paye=SeqaBase 
Although i's not specifically aired 


is one of the longest running Sega 


‘the Mega-CD. 


Sega-16 
himp:fovweseqa-t6.com/ 
Anetherlong-run 
Sega-16 is incredibly professional 
at covering the Megs-CD, SegeBase anda joy to navigate. houses 
loacis of Mega-CD raviows as wll as 
some intriquing features regarding 
Sega's history. It's all too easy to get 
hopelessly last in this excellent site. 


Sega Memories 

in /aeg-memories blogspot con! 

If your rose-tinted specs have a 
pronounced ‘blue’ hue ta thera then 
this site wif flost your boat, Again, 
itlsnot expressly aimad at covering 
the Mega-CD bir the sheer velume of 
Sega nostalgia is queranteed to strike 
a cord with fans of the machine 


ing Sega fan site, 


be 


the Mega Drive and the Mega-CD was 
very limited. What really stood out was 
the machine's ability to store (for that 
time) ridiculous amounts of data; the real 
challenge was figuring out what to do 
with all that storage. Given the tools of 
the time, the human cost of building that 
much content was prohibitive, so people 
started looking at other possibilities. 
Probably the most promising alement of 
the hardware was the sound system; it 
hugely enhanced the sound capabilities 
of the system of the Mege Drive, But, 
short of just playing back Red Book 
audio, nothing reelly interesting got done 
with that lovely hardware." 
Of course, Bayless couldn't 
go public with his concerns; 
Nintendo wes gearing 
Up for the launch of the 
Super Nintendo and 
as 2 result Sega was 
putting a lot of effort 
into making the Mega-CD 
a success. However, 
even when he tried to 
talk up the power of the 
console, it didn’t always 
work out as expected. 
Take the infamous ‘Blast 
Processing’ boast, for 
example. “Sadly | have 
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to take responsibility for that ghastly 
phrase,” admits Bayless with a grimace. 
“One of our programmers called Marty 
Franz discovered that you could do 

this nifty trick by hooking the scan line 
interrupt and firing off a Direct Memory 
Access at just the right tme. The result 
was thet you could effectively jam data 
‘onto the graphics chip while the scan 

line was being drawn - which meant 

You could drive the Digital-to-Analogue 
Converters with 8 bits per pixel. 
Assuming you could get the timing just 
right, you could effectively draw 256 
colour static images. There were all kinds 
of subtleties to the timing and the trick 
didn't work reliably on all iterations of the 
hardware, but you could do it and it was 
00! a8 heck. So during the run-up to 

the Western launch of Mege-CD the PR 
guys interviewed me about what made 
the platform interesting from a technical 
standpoint and somewhere in there! 
mentioned the fact that you could just 
‘blast data into the DACs‘. They loved the 
word ‘blast’ and the next thing | knew 
‘Blast Processing! was born.” 

Tinkering around with new technology 
was undeniably fun but not having any 
input into the actual devolopment of the 
machine was frustrating for Bayless and 
his team at Sega of America. However, 


as fate would have 


they ware able 
to pitch in with critical assistance from 


here was one technicel 
issue that we did e pretty good job 

of coping with before it got onto 
consumers’ radar," remembers Bayless. 
“The CD drive Sega of Japan chose 
was, predictably, an inexpensive single 
‘speed consumer CD drive. What nobody 
stopped to think about was how that 
drive would get used by those early FMV 
games. | got this frantic call one cay from 
the Quality Assurance guys; they were 
using retail Mega-CDs - the seme ones 
queuing up to be sold to consumers 

= for final QA, and they were suddenly 
experiencing an insane hardware failure 
rata. Units were burning up in droves; in 
fact, a few of them had literally caught 
fire as they died. We were in the big 
push toward launch and the whole place 
was in a panic because QA was out of 
harcware on which to test games. It was 
like an episode of House; the patient 
was doomed but nobody could figure 
‘out why. About all we knew was that 
the systems started flaming out when 
the FMV-based titles were being tested 
by QA. Alll of those games used some 
form of multi-stream video technique, 
which meant they were constantly 
seeking the read head in the drive. What 


finally tipped me off was an obscure 
manufacturer's specification for the CD 
drives it was rated for a five per cent 
duty cycle - which means that they were 
expecting that no more than five per cent 
of the time would the drive be seeking 
from one track to another. It was built 
for people who wanted to play music 
CDs and, of course, you rarely seek 
between tracks more than once every 
‘few minutes, s0 five per cent was way 
more than they'd evar expected people 
to need. What nobody anticipated was a 
multi-stream FMV videogame seeking 75 
per cent of the time — or more. We were 
literally cooking the motors that moved 
the heads.” Bayless had identified 
the problem in the nick of time and 
ultimately saved Sega from suffering a 
potentially catastrophic PR blunder, 
Despite these setbacks, the allure of 
CD-ROM technology —coupled with 
Sega's recently elevated status within the 
videogame industry - meant that hype 
for the Mega-CD grew exponentially 
as the launch drew ever closer. Asa 
result, Bayless found himsalf receiving 
phone calls from somewhat unexpected 
quarters. “I remember | was sitting in 
my office one day tinkering with some 
low level code when the phone rang,” he 
recalls. “This sexy female voice said, ‘is 


> [MegaS0] Sonic Cowaseasly 


Platformer. stl sels over £20, 


the Maga-CD's most sucessful 


this Scot Bayless?’ I said, ‘Yes,' and she 
replied, ‘This is David Bowie's office. Can 
you please hold?’ It turned out it was 
Bowie's manager, a very cool guy named 
Bob Goodale. Bowie was completely 
jazzed about the potential of Mega-CD 
‘as a window for music into games.” 
The ertist formerly known as The Thin 
White Duke wasn’t the only musician to 
take interest in the aural capabilities of 
the Sega's new baby, “I had the bizarre 
meeting with Michael Jackson around 
the same time,” Bayless remembers. 
“He'd already signed the Moonwaiker 
deal with Sega and they were touring 
him around the Redwood City studio. | 
spent about half an hour showing him 
all kinds of techie stuff we were doing 
and not once did he ever comment or 
even make eye contect; he just kind of 
stood there with about 15 of his minions 
hovering around him. When we finished 
there we walked him over to the sound 
studio, which was just down the hall. 
Suddenly there was this new person in 
the room; it was uncanny. Jackson came 
10 life like someone had flipped a switch. 
Itwas obvious that the only thing he was 
excited about was the music,” 

The Japanese launch of the Mega-CD 
took place in December 1991. Units flew 
off the shelves despite the high retail 


A few units had Seonde fire 


as they died 9) ..... 


price of ¥49,800, but the relatively small 
installed base of the Maga Drive in that 
region meent that sales soon dipped. 
‘Sega knew that the US launch was far 
more important, given the strength 
of the Genesis. It took place almost 
a year later (with the machina being 
re-christened 'Sega-CD’) and although 
the public was ravenous for this new 
add-on, production issues meant that a 
paltry 60,000 units were made available 
to American retailers. Like Japan, the 
price was bordering on the prohibitive 
but Sega's lofty stending Stateside 
helped the company quickly sell through 
what limited stock it had; by the time 
1982 drew to a close, 200,000 units had 
found their way into US gamers’ homes. 
Likewise, 60,000 of the 70,000 machines 
made evailable for the UK release the 
following spring were snapped up before 
August. It was 2 positive start, butit 
wasn't to last 

With the Super NES and Genesis/ 
Moga Drive locked in deadly combat, 
Sega of America decided to brandish 
the Mega-CD as a unique weapon in the 
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SIMS Vay was pcked up or Western 
release by Workng Desgnsbutfsled to 
‘mate the same impact as Lunar hwas 
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SOME OF THE BEST 


| Introduced in order to bring 


‘down costs, the Mk li mode] 
is smaller than the original 
‘and lacks the motorised CD 
tray and furction lights. I's 
also a lat lass sexy than the 
previous model, but in its 
favour it takes up less room. 
and is more reliable. 


JIVE dociciod it wanted a bite 
ofthe Moge-CD chorry and 
produced this slook, all-in 
(one urét. MIDI and keraokes 
‘options wore included and 
tha hybrid console was 
‘even relonsed States de es 
the X’Eye, although sales 
‘wore disappointing, 


The Multi-Moga was little 
bigger than a portable CD 
player lt could even be used 
‘8s such and was powered by 
two AA batteries for audio 
playba:k) but the price was 
bordering on the insane — 
UK gamers were expected 
to shell out £500 fori 


Perhaps the rarest of ll the 
Mega-CD systems, this Moga 
Drive/Mega-CD combo looks 
Very much ike @vaditionsl 
boom box. It was preducad in 
limited numbers and only saw 
distribution in Asia, and as a 
Fesut itis almost impossible 
totrack down these days. 


fight against rival Nintendo, A dedicated 
multimedia studio was established 
within the company’s Californian 
headquarters at great expense in order 
to produce top-quality content with 
which to fill the Mega-CD's shiny discs. 
a "twas a pretty cool place and Sega was 
willing to invest a lot of money in making 
it a showpiece," explains Bayless. 
"The art team was buying SG! Indigo 
work stations ‘or about $60K per seat. 
including a copy of 
Softimage, and the 
sound studio was a 
showcase of sparkly 
new technology. It 
was impressive.” 
The first project assigned to this new: 
studio couldn't have been any more high 
profile; Sega had secured the Jurassic 
Park licence and was keen to produce a 
game that demonstrated the Hollywood 
aspirations of the Mega-CD technology. 
"The Jurassic Park project was a huge 
priority for Sega, mainly because the 
association with Steven Spielberg 
was seen as so important to the PR 


» [Moga-CO] Jurassic Park CO was a huge 
Undertaking fr Sega'snely-founded 
‘multimedia stud, but with Scot Bayes 
guidance, icended up teing prety decent 
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 Segatocused on 3omting the machine's unique FM\ 
taser ganes butrooplosoon alised thathis gaming 
rauoliton was af'e danm of pe proporsons 


the 


campaign," recalls Bayless. “Every 
resource you can imagine was made 
evailable. Kathy Kennedy, producer on 
the film and one of Stevan’s longest 
standing collaborators, went way out 
of her way to help Sega. She opened 
doors to everything from Phil Tippat’s 
early stop-motion dinosaur studies to 
concept art from Stan Winston’s team 
to the CG models used for the film, 
remember one day this package arrived 


Could Guitar Hero have gone on 
Mega-CD? Hell yes 7° . 


from Amblin with a rassette tape inside; 
the only thing on the tape was take after 
take of Wayne Knight gurgling out his 
death rattles from the scene with the 
Dilophosaurs - they really did give us 
everything.” Despite this intense focus, 
the project endured a torrid development 
period. “Fast forward about six months 
and | get this phone call at about 2am 
from our studio head in Tokyo, who was 


» Renamed the COX n the US, the Mull- Megs fused 
Drive and Mege-CD int one 
50 nh UK. he pig eww wi 


tut SE 


meeting with the Sega of Japan execs,” 
explains Bayless. “He said, ‘I just showed 
Hayao Nakayama [Sega's CEO at the 
time] a build of Jurassic Park. As of right 
now, you're in charge of the project. Do 
whatever you have to do to get it back on 
the rails’ So | rolled up my sleeves, fired 
some people and eventually shipped a 
pretty decent game.” 

As Jurassic Park proves, the advent 
of CD-ROM technology brought with 
it amazing potential, 
but there were less 
welcome side-effects, 
100. "Jurassic Park 
tepresented the 
transition from the 
small budgets and tiny teams of the 
old days to something much more 
expensive and demanding of real 
production discipline,” says Bayless. 
’When you're building a game that has 
to fit into a few magabytes of ROM, it's 
not inconceivable that you can keep the 
whole project in your hoad, But when 
you're making something that requires 
a dozen CG animators, casting calls, 


location shoots, ADR and Foley sessions, 
you can't afford to do anything without a 
plan. | remember that before I took over 
the Jurassic Perk project, a team went 
romping off to Hawaii where they hired 

a steadicam and spent a week running 
around in the jungle taking hours of 
video of palm trees whizzing by. If you 
look at the finished game, maybe a total 
of two minutes of that footage survived 
the project. The rest was worthless, but 
it cost maybe $20K to get it.” 

Cash continued to be poured inta 
Mega-CD development and for a time 
hardware sales were encouraging, but 
by this point Nintendo had stepped 
up its game and the SNES was rapidly 
asserting itself in the West. The once 
insatiable public interest in Sega’s 
CD-based machine began to wane 
and the previously ‘innovative’ tech 
began to appear stale. This process 
was aided by the fact that one of the 
console’s key selling points - FMV- 
based gaming — was something of a 
non-starter, “Sega got way too focused 
on FMV,” admits Bayless. “There was 
all this talk going around about games 
converging with movies and Mega-CD 
being the gateway to that convergence. 
Suddenly game guys were thinking of 
themselves as movie makers. But if you 
really looked at how that translated into 
an entertainment experiance it didn’t 
take a rocket scientist to realise that the 
things Mega-CD could do well really 
had very little to do with movies.” As 
the Nineties progressed, rival CD-ROM- 
based consoles emerged; while they 
could hardly be classed as tremendous 
successes themselves, the arrival of 
the CD-i and 3D0 essentially made 
the Mega-CD technically obsolete, The 
fallure of the machine was followed 
by the abortive 32X project (“I was 
present at the inception of 32X and 
itwas literally designed on a cocktail 
napkin,” reveals Bayless with a laugh) 
and Sega’s previously soaring reputation 
was left in tatters, To say that Sega’s 
slide began with the release of the 
Mega-CD is probably doing the machine 
an injustice, but the high-profile collapse 
of the format certainly didn’t help the 
company’s public image. 

It’s all too easy to be overly negative 
when looking back on the Mega-CD, 
butit’s often forgotten that the platform 
boasted some truly brilliant games. 
Sega's conversion of Capcom's Final 
Fight was a definite highlight, offering all 
three characters and a two-player mode 
{both famously absent from the SNES 
port), and Working Designs localised 
Japanese RPGs such as Lunar: The 


Silver Star, Lunar: Eternal Blue and Vay, 
making themselves heroes with English- 
speaking Sega fans in the process. But 
what does Bayless consider to be the 
best titles for the system? “For polished 
gameplay, Sonic CD, hands down. For 
the bast soundtrack, Ecco CD. For the 
best use of the platform, I'd have to go 
with Kojima’s Snatcher.” 

Plenty of theories have emerged es 
to why the Mega-CD failed to make 
a significant impact on the world of 
videogames; it's been argued that 
the price was too high, the inability to 
function without a Mega Drive limited 
its sales potential and the technology 
involved simply wasn't powerful enough 
to convince people to upgrade. Bayless 
has his own verdict. “What turned out 
to be problematic was the content,” 
he explains. “Personally | don’t think 
the platform ever really demonstrated 
successfully what the value propo: 
was. A few years later Sony very 
successfully positioned the PS2 as a 
competitively priced DVD player that 
also happened to offer a great gaming 
experience. The Mega-CD might have 
bean able to play a similar gambit 
but that was never part of the plan. 
However, there was a deeper issue; it 
was fundamentally a solution in search 
of a problem, | remember sitting in 
lengthy head-scratching sessions ~ not 
just at Sega of America but at Sega 
of Japan as well - where we were 
saying to each other, ‘Great, so now 
we have a storage system that's 100 


RETROINSPECTION: MEGA-CO 


LIFE’S A BEACH 


Bayless may have been instrumental ‘behind the scenes’ at Sege 
of America but thanks to ¢ famous American magazine advert, 
he also became the visible ‘face’ of the Mega-CD to many 
gamers. He was featured on a double-page spread whore ha 
extolled the virtues of Sega's latest system, and the promotion 
was printed in leading US magazines such as GarniePro and. 
EGM. “That shot was taken on Stinson Beach just north of 

San Francisco,” recalls Bayless when questioned about his 
brush with superstardom. "The agency had hired some very 
high profile photographer to do the shoot and his vision was 

to put that wall of TVs in front of the setting sun with mein 

the foreground. So thare we were, on the beach with him ona 
ladder and the two ofus surrounded by a herd of people and 
gear. The agency guys are there sitting in director's chairs like 
directors on a movie set. They're moving stuff around, restacking 
the TVs, testing low angles, testing high angles, They're facing 
the sun, They're facing away from the sun, They're sanding 
people into the city to buy me clothes because the photographer 
wants to try out new outfits - | changed about six times curing 
the couirse af the afte;aon with people holding up blankets 
while | strippad, At the end, the only thing Iwas wearing that 
wes actually mine was my shoes. Meanwhile, there are all 

these people walking by on the beach asking if 'm someone 
famous end, of course, while all this Is going on the sun is going 
down. Finally, they start shooting at like 7pm, but by then the sun 
wasgone. So when it's all done you have a shot they could have 
done ona sound stage with a couple of buckets full of sand. But 
hey. for about seven hours | got to be a movie star!” 


times bigger than before. So what?’ 
Worse still, access to all that data was 
100 times slower. It was a fundamental 
paradigm shift with almost no thought 
given to consequences. | honestly don't 
think anyone at Sega asked the most 
important question: ‘Why?! There's 

a rule | developed during my time as 
an engineer in the military avietion 
business: never fall in love with your 
tech. | think that's where Mega-CD went 
off the rails. The whole company fell in 
love with the idea without ever really 
asking how it would affect the games 
you made." 

When asked what could have been 
done to improve the Mega-CD's chances, 
Bayless recounts an interesting anecdote 
that is made all the more ironic given the 
game industry's current preoccupation 
with music games. “Record producer 
Todd Rundgren showed up at the 
studio one day, pitching something 
that was like the pre-biotic version 
of Guitar Hero,” recalls Bayless. 
“He wesn'tall the way there 
but he was poking in the right 
direction. Sadly we were all too 
caught up in our own skewed 
vision to really understand him 
or what could have been done 
with his embryonic ideas. Could 
Guitar Hero have been done on 
Mega-CD? Hell yes. Would that 
have transformed the business 
and saved Mega-CD? Who: 
knows, but bet it would have 
made ¢ splash.” 
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It's eaay io ough at Sega's Mega-CD, but to do so would be « 


problems Seca faced, plenty of great games were available for the system. Th 


represeming a wide range of cifferent genres. Enjoy. 


SONIC CD 


RELEASED: 1979 

PUBLISHER: SEGA 

(CREATED BY:IN-HOUSE 

BY THE SAME DEVELOPER: SONICTHEHEDGEHOG2 

Every console needs a kiler app to justify its 

UI existence, and Sonic CD is as close as you're 
going to get on the Mega-CD. Regularly cited as one 
of the best gomes in the series, thie ambitious ttle 
‘made good use of the CD format's storage potential 
by including gigantic levels, Mode 7 bonus stages 
and a spectacular soundtrack. The game was made 
even deeper by the fact it was possible to time-travel 
forwards and backwards on each level, essentially 
making the stages three times as bia. Interestingly, 
the US versicn features a different soundtrack to the 
Japanese and European variants although both 
selections of songs are equally fantastic. 


SHINING FORCE CD 


LUNAR: THE 


RELEASED: 1994 SILVER STAR, 
PUBLISHER: SEDA SEES 
(CREATED BY.SONC SOFTWARE 

PLANNNG 

THE SAME DEVELOPER: SHINING 


FORCE GAIDEN (GAMEGEAR) 

72 The only Shining Force 

J game to moke its way onto 
the Mega-CDis a combined 
remake of the Game Gear 
releases Shining Force Gaiden 
and Shining Force Gaiden 2: 
‘Sword Of Hajya. Visuelly its not 
what you could call a massive 
improvement when compared to 
the Mega Drive instalments, but 
the sheer scope of the challenge 
is almost overwhelming. So epic 
was the quest that the Mega-CD 
intemal save game RAM wasn't 
enough to contain all the data; the 
purchase of separate RAM cart 
was essential if you wanted to see 
everything the game had to offer. 


‘BY THE SAME DEVELOPER: SILPHEED 
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Working Designs pi 
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PUBLISHER: WORKING DESIGNS (US) 
(CREATED BY: GAME ARTS/STUDO 
ALE 


the closest the Mega-CD 
ever got te having its own, 

Final Fantasy, and following its 
Japanese release, the console’s 


boost. Although the in-game 
graphics were hardly ground- 
breaking, they were accompanied 
by some lush enime sequences 
and an astounding soundtrack 

by Noriyuk' lwedare. US firm 


for Western localisation and did & 
fantastic job —the company later 
returned to the game when it was 


rather foolish. Despite it’s poor seles and the numerous 
lowing examples ere the very 


FINAL FIGHT CD. 


RELEASED: 1999 
PUBLISHER: SEGA, 

(CREATED BY: SEGVCAPCON, 

BY THE SAME DEVELOPER: SPIDER-MAN VS THEKINGPIN 


(112 When Final Fight (unquestionably the 
JZ quintessential arcades hit of the late Eighties) was 
ported to Nintendo's Super Famicem in 1980, you 
could practically hear the cries of despsir emanating 
from Sega fens the world over. Fora time itseemed 
as if this Capcom classic would remain exclusive to 
Nintendo, but thankfully Sega was granted permission 
to reprogram the game when the Mega-CD came along 
it produced what is erguably the best home console 
‘conversion (aside from recent emulated ports). Final 
Fight CD's packed with all three characters and all the 
levels. Needless to say, the previously smug SNES 
‘owners were left feeling a little put out. 


THUNDERHAWK 


RELEASED: 1993 
PUBLISHER: COREDESION 
(CREATED BY: IN-HOUSE 
BY THE SAME DEVELOPER: CHUCK 
Rock 
A) Ul-hased Care Design was 
U2 a staunch Sega supporter 
and produced some of the 
Meaa-CD's finest moments. While 
games such as Bettlecorps and 
BC Racers pushed the hardware 
but fell alittle short on enjoyment, 
Thunderhawk was a complete 
success in both ro 
Mode 7 rotation and scaling was 
coupled effectively with some 
af the most frantic action ever 
witnessed on the format, and 
the game was rightly praised tay 
the press upon release. A 32-bit 
sequel followed that added full 30 
visuols, but the original remains 
the one we're most fond of. 
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LUNAR: ETERNAL 
BLUE 


RELEASED:1794 JAPAN) 
PUBLISHER WWOPKING NFSIGNS (5) 


RELEASED: 19% 


POPFUL MAIL 


PUBLISHER: VORKNG DESIGNS (US) 
CREATED BY: FALCOM 


ROBO ALESTE 
RELEASED: 1992 
FUBLISHER. TENGEN 
CREATED BY: COMPLE 


CREATED BY; GAME ARTS/STUDIO BY THE SAME DEVELOPER: YS. (THE SAME DEVELCPER: 

eee (07 Staaten 

THE SAME DEVELOPER: TENKA for the NEC PC-8801 in Aspiritual sequel to the 
UE 


Arthough It doesn’t 
attract as much praise as 
its predecessor, Lunar: Etarnal 
Blue is just es enjoyable en AFG 
experience as The Silver Star. 
Also, despite featuring @ new cast 
of protagonists, the gameplay 
remains largely unchanged 
‘Agein, Working Designs took the 
plunge and brought this Stateside 
with a great translation. In both 
Japan and the US, this was one 
of the final high-profile pieges of 
software for the ailing platform; by 
thetime of the American launch 
thesystem was all but dead. 


shares 


SNATCHER 
RELEASED: 1994 
PUBLISHER: KONAM| 
CREATED BY IN-HOUSE 
BY THE SANE DEVEL OPER: LETHAL ENFORCERS 
It's ironic that while many developers wrestled 
invain with grainy, low quality FMV to create the 
Ultimate interactive movie, Mota! Gear roator Hicloo 
Kojima succeeded where others had feiled - by using 
traditional hand-drawn 20 visuals, Showcasing a plot 
that owes more than little debt to the likes of Hollywood 
movies such as Blace Runner and The Terminator, 
‘Snatcher remains one of Kojima’s most beloved 
works. Itwas also released on the PC Engine CD-ROM, 
PlayStation and Satum, but the Mega-CD outing 
remains the only version to be officially tranatated into 
English. This makes ita highly sought-after title. You 
need this game, but your bank balance wor't thank you. 


1991, this 2D action RPG tile 
simiterities with 
the Wonderboy: Monster World 
saries, The player takes on the 
role of a bounty hunter named 
Mail, but its possible to switch 
to other characters. With the 
excellant English translation and 
voice wore, the Westem version 
of Popful Mails arguably the 
best ofall the conver 
carries a justifiably infleted price 
tag when it apoears on auction 
sites today. While we're not fans 
of unscrupulous game resellers, 
Popul Meilis unquestionably 
worth paying through the nose for. 


shockingly brillant Mega 
Drive shooter MUSHA Aleste, 
Robo Aleste featured the sam= 
fixetion with large mecha 

2a its predecessor, but was 
Unique because t placed these 
mechanical killing machines 

in foudel Japan, Although the 
gameplay doesnt really present 
any ideas that couldn't have been 
achieved on the good old Mega 
Drive, the music and cutscenes 
genuinely elevate the game to 
anew level of greatness, The 
game saw release in all three key 
tenttories and isin high demand 
thanks to its overall quality 
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KEIO FLYING SQUADRON 

RELEASED: 1994 

PUBLISHER: JVCVICTOR 

‘CREATED BY: IN-HOUSE 

BY THE SAME DEVELOPER: FUNKY HORROR BAND 
1 OTe Mes# Drive and Mege-CD were never ited 

‘with @ conversion of Konami's deliriously playable 

Porodius, but JVC's Keio Flying Squadron is a partoctly 
acceptable substitute, Putting the player in the high- 
heeled shoes of a gil dressed in what looks like a 
Playboy bunny outfit, Keo boasts similarstyle of 
horizontally sorclling wackiness and puts the Mega-CD 
hardware to good use to produce some excellent cut- 
scenes and a briliant CD-quality soundtrack. A Saturn 
‘Sequel followed in 1996 that added 2D platforming 
sestions, but for pure shooting briliance the Mega-CD 
original is where it’s at. A relatively late release, the PAL 
version of Keio is common and reasonably priced. 
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iD the chair. with... 


=, HIDEO KOJIMA 


IMAGINATION IS 


HAVING FINISHE 


TO SPEAK WITH 


1's obvious toanyone that Taito 

clearly had the literary works of HG 

Wells in mind when it set about 

creating Space Invaders. and it’s 
equally clear that a few studio heads at 
Universal Studios smelt an odious whiff 
of stop-motion in Donkey Kong. Heck, 
two issues back Yu Suzuki admitted to 
tus that OutRun was based loosely on the 
Cannonball Run film. 

Tha paint that welre trying to maka is that 

cinema has abways played @ mejor part in 
the directions end themes that videogames 
choose to base their garneplay around. Ard 
Hideo Kojima's Metal Gear franctise clarifies 
bilianty the evolution that this retationship 
has taken in the last 20 years. Metal Gear 
wes ereated with restrictions in mind, Shirking 
combat for covertness, it relied heavily on 


industry. However, It was his love for garr 
spurred Kojima to take a job v 
ISX division. It was here he began brainstorming. 
his st World, but aft 


ped the projact, leaving a disheartened Kojima to 
future in the industry. Kojima steyad at Kanam\, and began 


X based I 


sceess for Kenai, particularly in the US when it was ported across 
Since then Kollina has gone on to work and laad numerous R&D 
departments inside’ 


12006 to relieve Kojima of management duti 


1s his talents more on the creative p 


story, cheractors and cnematic influsnces 
io dhve its action and drarra, and it did so 
jcresults. With those techy 


rictions' losing their potency to time and 
new technology, Videogames have found 
themselves in position where they can 
finally match their flrs peors both visuelly 
and sonically — notion that has culminated 
briliantly in the apparent firal episode of 
Kojima’s popular Metal Gear trenchise. 

Inthis issue's In Tha Chair With. Retr 
Gamer specks to the legencery game 
director Hideo Kojmna about his proitic 
career in the videogame industy, end tries 
10 eke out some classified intel about what's 
next for the revered game director and the 
forthcoming Metal Gear movie. 


"0 


When did you first show interest an 

in videogames? 

Wel, | first had an interest in filming... but 
couldn't be involved. | was facing frustrations 
at thet time, But then carne the Famicom 
(NES), and | fell in love with Super Mario Bros 
Also, Portopia Murder Case was ane of my 
‘avourite gamas, 100, really respected these 
creators, and enjayad playing these garres. 

But at the same time, | felt that \videagemes’ 
wore @ new media, a media with potontial. | 
thought thet this industry wes it’ and decided 
1p join the company | em in today, 


ll’s said that you joined Konami with 

the intention of working in their arcade 
division, How did you feel when this 
didn't happen? 

Yes, At that time, the leading platform 

in videogames was ccin-ops. You could 

use so many more colours and the mast 
sophisticated graphies at that time. Thay wore 
followed by the Famicom end then the MSX, 
in order of technology. To my disappointment, 
| was stationed in the MSX team. | wanted 
to crpate things from serateh from the PCBs, 


FROM SNATCHER TO METAL GEAR SOLID, KOJIMA'S FERTILE 

HE INSPIRATION BEHIND SOME OF THE MOST 
LAYERED AND FLESHED-OUT VIDEOGAME UNIVERSES EVER SEEN. 
) TYING UP THE LOOSE ENDS OF HIS MAGNUM 
OPUS THAT WAS METAL GEAR SOLID 4, RETRO GAMER TOOK TIME 
VISIONARY GAME DIRECTOR HIDEO KOJIMA ABOUT 
HIS LIFE IN THE VIDEOGAME INDUSTRY 


and had a diearn that | could design the 
control system end the body of the mechine. 
With the MSX, none of this was possible. 


You studied economics in college and 
originally had ambitions to be a film 
director. Why did you make the leap to 
videogames and how did your parents 
feel about this huge career change? 
As | sad, | fat that games were a neve tr 
and saw potential in that area. If my father 
was alive bck then, I'm sure he would have 
been concemed about my intention to join 
games company. All of my friends and 
teachers said that | was crazy for not going 
to work for a hank or some other ‘proper’ 
industry job at that tme, My mother was the 
only person that understaod and supported 
my decision to go into the games industry 


eciia, 


Tell us about your early days at Konami, 
is it true that you once felt like leaving 
because many of your ideas were 
ignored or overlooked? What gave you 
the resolve to carry on? 

| was helping out on the basic plat ideas 
when | first joined the company. | was like 

a trainee back then. ttwes fun, but reelly 
tough. No one taught me what to do and | 
had no experience, and no one to.ask either 
Sol wes stugging every day, end ended up 
tweaking @ oit of an dea—and that project 
was Last Wedel After six months, sine oxir 
project seemed that it was going nowhere 
the company decided to drop it. So yes, | 
did feel ike eeving when the whole project 
got canned. But at the same time, | felt 
arbarrassed to leave aftar all my friends 
advised me not io get inia the games industry 
10 felt thot bofore leaving, | needed to 
finish atleast one project 


After the disappointment of Lost World it 
must have felt very gratifying when the 
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br ‘ALL OF MY FRIENDS AND TEACHERS SAID-THAT.LWAS... | 
CRAZY FOR NOT GOING TO WORK FOR A BANK OR SOME 
OTHER ‘PROPER’ INDUSTRY JOB.AT THAT TIME” 


KOJIMA ON PEOPLES REACTIONS TO HIM CHOOSING TO WORKIN THE GAMES INDUSTRY 
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SX version of Metal Gear 
then became a huge success 
for you. 

Actually, | had a really great 

Mentor in the company back 
found out that | failed in my first prog 

he invited me out for dinner ono night 10 

cheer me up. He wes a great guy. In fact, he 

was one of the people thet helped convna 
tha company to do Metat Gear 


ion, He 


What was it like trying to cram so 
many different ideas into such limited 
technology? Were there any tricks you 
employed in order to get the most out of 
the MSX2? 

In my division there was also the cain-op 
and Famicom teams working on those 
pletforms. Being in the lowest technology 
team— the MSX team — meant | alw 
1D compete in order to get not 


that you 19 two different kinds of 


movies in one division. One is meking a 
Holywood blockbus 
sound andi, and the other tzem is creeting 
a slent B&AV picture, Iwas on this B&W 
movie team. | was always thinking about 
ideas that wouldn't rly on technology, but 
ideas that would compets with the Faria 
and the coin-op 
is Big Core 


F movie with all the 5.1 


make it much smaller. The VRAM objec 
ecology dea was bom like this, too. You 
know, moving the background to give the 
was flying in space. 

it | think | owe to the 
working in this divison 


ng hi 


thing — sound, 
programming, compression — because when 
how 
5 on the 
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In what ways has the videogame 
industry changed since you first started? 
Do you still have to deal with the same 
sort of problems you were tackling in 
the late-Eighties and early-Nineties? 
Basically, | don't think the vid 
\god all that n 


industry has 


espacialy in Jepan. Games are stil regarded 
still 
n after 20 
years. Laok st the authors of camics; thay‘ 
referred to a5 ‘sensei (teacher 


f ers are not rel 
in that way, even today 
There v 


came into the in 


pect, Game oe 


a charge when Sony 
D tumad into 

ving ‘creators’ sta 
in tho industry bocame « 


istry, 


creators, Int and 


events and parti 


lot more populer 


‘Your love of movies is very evident in 
your games, particularly the Metal Gear 


series, can you ever imagine yourself 
stepping behind the camera at a later 
pointin your career. Or do you feel that 
the flexibility of videogames will always 
give you more freedom with the vis 
you want to create? 

Iwould 
future, But don’t get me wrong, | went to 
8 always planned 
tobea movie. For me, directing geme 
ovo is totally ferent 
ro games, and 
differer 


o direct a film in the 


bale 1 
are movies: They 2 


wat games 


things. 


You're one of the few game designers 
who's universally recognised within the 
industry. How does this attention make 
you fool, and does it ereate pressure 

when you're working on new titles? 

| chink thet nothing about me has chenged, | 
do feel a litte bit more responsioilty 
and do v 
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Releasedin 1394, and reputedly taking 
five years to make, Paicerauts—a 
portmanteau of police officer and astronaut 
= was lective 
story with desians on the ‘mature! gamer 
As wes the norm back then, videogames that focused on adult themes 
\were generally developad for the PC market, and Polcenauts was originally 
released en the PC-88 and 3D0, and then later on the PSone and the 
Sega Saturn, Sadly, the game was naver localised, 
order to really get « hardle on Hideo Kojima’s unique vision, # fluency in 
Japarese 'S necessary, However, some dedicated chaps at Junker HO 
have been working on transcribing the geme for the lest five years. And 
we don't envy them ether because’t’s tly a mammoth undertaking. 
Depending on which version of the game you play, Palicanauts come 
with 6 weshty in-ca cyclopedia that fleshes out the culture end th 
characteristics of its world 


2 fiction film rior, a ce 


ich means in 


SNATCHER 

Snatchercan be seen as the spiritual 
precursor to Policenauts. The games 

t in two differant and very distinct 
‘worlds inhabited by very dtorent people 
Also, Snatcher (eels less like @ detective 
ory and more like @ first-person action/ 
adventure game. Its gameplay Uses point-and-click style advermuring 
permeated with ovcasic story touches on the 
Hlurinati end borrows heavly 

from the fms Blade Runner end invasion OF The Booy Snatchers The 
Story centres on) mysterious beings know as Snatchers, who steal the 
bodies of humans and use them as a host to blend discreetly into society. 
You pay the role of Gillan Seed, and work for a spacial unit of ran 
known as JUNKEH who are assigned to draw aut and elimin 
Snatchers et any cost, 


PENGUIN ADVENTURE 
The follow-up to Antarctic Adventure saw 
Kojima taxing on the role of assistant 
director, Penguin Adveniureis often 
fegarded.as one of the finest action ge 
for the MSX, end its assy to see why. Itlooks gorgeaus, plays brilliantly 
and comes packed with a fantastic soundtrack. While from the outset the 
geme seems to pandero kids, under the colourful exterior and playful 
gameplay is 2 surprisingly chellenging game. Also, it somehow manages 
‘0 cram itself with over 20 varied enemies and obstacies, and just es many 
quirky items and power-ups, Penguin Adventure is also one of the earliest 
gemes — dongside Bubble Bobble, wihich was released the seme year 
=1o have multiple endings. To view them make sure you only pause once 
rpg Sutra the game 


BE} METALGEAR 
Mos: will probably be more familiar with 
the NES version of Metal Gear, which we 
published by Konami's US subsidiary Ukra 
Garnes, but fans thou realy ty t0 
down the localised MSX version of Snake's first caper Why? Well, Konami 
butchared the MSX original when jt was translated to the NES. Mast 
Nintendo conversion included lifer eyouts fer 
the levels, altered bosses — Metal Gear doesn't ay 1 
exquisite examples of 'Engnsh’ that come to blemish Kojima’s hard work. 
Konami's NES port was the most ported version of the game appearing 
on ‘C64, DOS and GarreCube), which is probably why mest fans resign 
themselves tolook at itas more of &reatanced version cf the orginal 
MSX game rather than simply 4 part thet got heavily lost in translation. 
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METAL GEAR 2: SOLID SNAKE. 
Owing that Koima we 
development of Snake's Re 
follow-up to Metal Gear, plus the fact tha 


Korami made numerous tweaks to the 
gameplay ina bid to n 
1ake’s Revenge is veheme 
ever, Snake's Revenge is not without m ma 
King the game, believ 
waver, Ko 
Me 


ke the game appedl 


ns of series. H. 
even stated tol 


2 to Metal 


git stays 


3 Would 
Solid Sreike, 


at deals. Shorlly after the gar 


work cn Hi 
forthe M 


oho 


Snake would become one o 
Gear canon, introducing many int 


the most populer cames 
ral and popular cha 


vould all go on ta become mainstays within 


garr 


in the senes: 


METAL GEAR SOLID 

ter en eight-year absence, Solid Snake 
would retum to tactical espionage action 
with aplomb. David Hayter would give a 
voice to Snake and the power of Sony 
storm would mone Srake iio a new 


dimension, MGS saw Snake return to the frontlines and face off against 
a New terorist troupe of megalomaniac nutcases th 

nuclear attack on the warld. MC 
1@ Mainstream, and Kojima te 
this reboot ofthe MGS franchise th oni 


would also leu 


fo te plot elements 
th intelicent dialogue spoken 
ith cinematic and emotive cur-scenes. 


ime relies heavily 
inthe sees), which is filed v 
non-cheesy voiceovers and loaded w 


a 
- bse 
rookie inside FOXHOUND, S 


some the virtual alible dogg 
his, Kojima wanted to ratte thngs up and force 
iatacter in avery different wey. So, after 
o the boots of side chare 


METAL GEAR SOLID 2: SONS OF 
LIBERTY 


In this period of Snate’s Ii 
then he’s ever been nthe ser 


in, end wa were assigned the eval 
aiden, Raiclen wes an archetypel bishoren (beauti 
d gily biond locks juxtepcsed stupendously aden: 
careworn appearance. 


HOUND rookie 
ay) and his angelic 
Snake's tousled an 


METAL GEAR SOLID 4: GUNS 
. FOF THE PATRIOTS 
| Wii it's doubtful that Konan wall 
“ pull the plug on the Metal Gear Sold 
BP renctise completely, Guns OF The 
Pats hes been earmarked as 


the final Metal Gear chapter for 
both Snake and Kojima. This one Is certair 
with 


wayward tendris than The Hair Bear Bun 


'e cie-hards, With a plot 
and inirusive cu 
agth oF feature films Perhaps owing that this 
nas embraced the wonders of online gaming, 
lng, ard it's also the frst gare in the series that 


sceres matching the 
s the first time Sne 
through Metal Gear On 


doesn't force the player 10 rely wholly on stealth, Buta final and fi 
ior it i= —innevative, vieualy stunning, complex 2nd self indulgent, all 
key cheracteristics that mate the sees as popularas it is today, 
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\ka any more - that kind of responstilt 
also feel that I need to help lead the inclistry 
28.2 creator, too, But at the sama time this 
distracts me from my ereativeness when | 
\work on 2 game, | sometimes stop and think 
Hey, this dea might not bea huge hit" This 
isa litle annoying at times 


Snatcheris one of your most filmic 
games and has a huge following with 
fans, Where did the concept come from? 
Hoved ‘adventure germes’ | stil do, out 

at that time | really wanted to create an 
adventure 
extension to a text adventure. Many pecple 
say that Snatcher's like Blade Runner but 10 
me itcoud have been Terminator or Alien 
Another 
{0 put action into an adventure gama. | hac 
s0 much resistance from staff when | first 
oxplaned this. “An adventure ga 
have action!" they shouted (laughs). 


I wanted to createan 


‘The game is extremely gory in places, 
and has an intelligent, adult theme 


throughout. Did you face many 
problems over the game’s release due to 
these adutt themes? 

No, not realy. It was planned for adults in the 
first place, Ii was for the PC, the PC-88 ard 
Went on to MSX2. Itwas cerainly nat ain 
at kids. When it was ported to PC-Engine, 
yes, Some people moanad about i, but back 
then ratings were not as strict as ‘oday. 


There have been many mentions of 
Snatcher characters in recent Metal Gear 
games, could you perhaps be testing the 
waters fora new game? 

No, nathing like that. Mk Il and 
the trench coat are fram Sn 
‘not thinking of testing (laughs). It’s just a 
small ‘thank you! to the fans that have long 
supported me 


Where did the idea for Policenauts 
originate from? 

1 have to go back to explain about when | 
started Snarcher | wes in my second year 
in the company. | had ta create & 


atcher 


PlayStation) Cyborg Nina 
‘icky became sfavourte 
aring ans oft ranch 


ftom nething. No to0's, nothing, | drew a 
storyboard with five or six other peopl, but 
the project went newhare, One clay, the 
are you doing? It 
‘you can't create this gare then rake it in 
‘twa parts!’ The concept shi 
encyclopedia, it was that thick, So Snatcher 
was the first part af this project, but 
wile, the company changed its mind, teling 
us wo could only moe the first 
Snatcher’s reputation was quite gocd, 
‘out our company meved cut om the PC 
bousiness, so | couldn't create the seccnd 
part For my next project | startad something, 
| couldn't firish with Snaicher, adventure, 
drama end action combined, That was 
Polceneuts, At the time, there was e shift 
in the company. | was stationed in Kobe 
with two other guys supervising the R&D 
group, that division was gone in a year 
{and then | moved on to the 
development group end | wanted t te 
2 tool for an adventure game... that went 


es like en 


rt 


oc 


creating the game. The next yaer Yoj joined 
the company and Policenaurs was finally 
completed, | may 2s wl finish this lang, 
sory... Pollcenai created for many 

ts, PC-Engine, 3DO, PS, Satur. During 
to create MGS, But this 
wasnt possible in Osaka at that time. Osaka 
was responsi 19 titles for the 
Nintendo platform. A hte ater that, KCEU 
wos created in Tokyo and | became VP cf 
thet company which led me to create MGS, 


Have you ever considered a sequel and if 
‘59, what form would you sae it taking? 
ined, | finshed what | wanted 
to do with Palceneuts. There was nothi 
more to add, Also, nowadays, adventure 
games are not so poplar, Imust admit, | stil 
lke adventure games, and | wish to sreate 
anathar one someday. 


Hows the MGS movie coming along? 
Nothing to say at the moment, tis 
procesding well, but I can’t give you any 
tails at the momant 


us and 


Stave Meat for making the wferview pssibia 


i 
i 
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There's a list of reasons as long as our arms as to why we love Konami's Salamander. 
Shooting a large pulsating brain-mass in the eye is one. Mike Bevan reveals a few more 


PUBLISHER: KON AM 


DEVELOPER: IN + 
FEATURED HAROWARE: SEGA SATURN. 
‘ALSDON: PLAYSTATION, PSP 


GENRE: SHO 
RELEASED: 199 
EXPECTTO PAY 


MUP 


pee tead nese We can vividly 

airing Paroctus Dal a remember the 

farms first ime we 

arenas GeuEN Oks damped our ayes ona Salamander coin- 


op ~a sea-front arcade during a summer 
jaunt to Weymouth, circa 1987. Familiar 
as we were with Nemesis (Gradius), 
Konami's shoot“em-up still managed to 
elicit an awe-struck sigh as we inserted 
our 20 pence and launched into a 
cavernous alien intestinal tract complete 
with nightmarish fangs, uncanny 
expanding space raspberries and that 
— 


SUPER, SMASHING, GREAT... 


an, The ather 


AOL 
Sy 


uf 


famous firstevel boss - a tentacle-armed, 
cycloptic floating brain. Wel discovered 
the HP Lovecraft of Eighties arcade 
shooters and it was love at first sight 

tet which alternated r 
between ve rizontal-se 
similarly imere 
leaning sole fares and ‘rearing fire cre 
istinotize sneko tke beastie would 
‘ome an cont feature of manya Konami 
shooter, along with Salamandor 
tingle laser’, a notably snazzy 
showered your enemies with radiating 


neon Hula Hoops. 

Although wo'te stil ford of Peter Baron's 
exquisitely adapted Commodore 64 rendition, 
and admire she sh apah of the 


release of 
PlayStation that we we 
de 


Satum and 
vel in tLe, 


arcadde-pleriact Salamander loveliness, in the 
form of the original gare and its Japanese 
ssn, Life Force, There was also the surprise 


inclusion of the then 
superior. 


‘Smurn] The ieredbe apering stage of Salamander? 


mirdedfans, Sa’rmander Dele Pa 
mouthwatering slice of arcade heaven, 


eve import 


Though suparicially sir 


of a straghtorward 
allowed players to camry on withouta 
swing death, with the ogtin of picking up 
cattered weaponry — 0 systen 
he recent and truly biliant G 

use, unlike Nemnasis, 

to enjoy some 
nwo. player sha py 
hough, 


And, of 
ance 


OuS co-operative 


g. As a consequens 
m2 balance ared 


n, finging 


pite the lack of res 


ingle player progression a fot ‘ougher 


s, making 


han in Nemesis 
Tr in the pack, Life Foree 
mantained the dfficuty level of Sale 
being a graphicaly modified veriant, which 
fr he weepon power-up bar and 
» backgrounds ( 
5) 10 SuOy 
and far more getish) bio-orgaric theme, As 
result, tlooked 6 far bit wo 
criginal and was ss ‘un to pley, despite 
additional music tracks and s 
singly, the game hee isn't the sama as 
Norh Am Foro vanant, which 
anged much from the original 


der 


fa 
fombes cit 


more unified 


some 


{utopean Salamander geme. 
in contrast 10 its no 
norsanse pant, vaered a ke towars the 


easy side, bu 
equel. Using a mix of p 


hankfully rernained a very 
nider 


sprites and beckgrour 


nique 
mong Kanai sh 


First impressions 
eaused goose bumps on a similar scale to 
our initial encounter with its predecessor 
sing a number of 


3 colourful alier-enorusted labyrintt 
amive et a farnifar showdown with a tentacle 
ting brain, 
twist nvolving 
with @ rather 

The juxter 


on of horizontal to vertc 
well received nod to the orignl 
game, although the horzontal-scco 
had a tendency to stand outas visual st 
and sighty more enjoyable. 
fond of a showdown wih a deep-space 


‘enemy battle flest, which inckidled a reprise 


of the four 
he finale of the 


prior to infitrating an enemy base 


‘amarg the formations of flog 


weapon mechanics keeps Salar 


game: ing fresh. \Whiks the original 
game had you picking Up floating ‘options 
rely as aceltiona bulat cranes, the sequel 
AN YoU to Convert them into ser enetay 
and fire the bad guys. Option pick 


ull and haf-size 
burton with 
ge’ therm 


now come in two forms: 
down the ‘option 
‘one o mere full options wil cl 
consecutively, unleashing any powered-up 


option n you Ket go, 

Half-sze options produce @ protective, circular 
leser stake around your ship, In pre 
S60 


y bors 


{ enamins iterate further 

on pick-ups, creating a of feedback 

Op of respewning pick which comes n 

handy but somevvhat tames the gary 

difficulty level. Crank up th it skill setting, 

and i'l prove far challange for any shooter fan, 
(On ether format, Salar 


aff nicely, as desire, 


ing Up 2 recer 
1 (sally, 
he adced bani 


the rately seen end visually megnifioe 
ely the most stunting of Konami's Ninete: 


Nexex 


aking a Saamanderarcede ma 
palm af our hand would have blown our firy 
technolagcal progress great? 


Sol li Face 
provides a Graduestyie 
ver system ane 


rasthery count 


FEBS. FACS CEM CS ICM SU USHAO Z— Lio 


ILOOKBACK 


WHEN SID MEIER AND BILL ST 


EALEY DECIDED TO SET UP THEIROWN 


GAMES PUBLISHING COMPANY, IT WAS NO FLIGHT OF FANTASY. THE 
PAIR WERE CONFIDENT MICROPROSE WOULD SUCCEED, AND IT DID, 
FOR NEARLY TWO DECADES, AS DAVID CROOKES RECALLS IN THE 

FIRST OF A TWO-PART SERIES 


© Nost of MicrProse’ box emworewas 
‘Sar spl pita fara by 
ted th the urita kab lgo meant 


fans the company could metary soc 
the games on he shel 
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ack in 1982, Sid Meier 
[D) was smug. Or, to be exact, 
[> YSMUGGER”. It may appear that 


Retro Gamer has suddenly 
become very rude towards the 
programmer behind Civilization. But 
no, We're stating an absolute fact... 

as an employee at electronic 
menufecturer General 
Instrument. He was a young and talonted 
programmer and, having bought his first 
computer, an Atari 800, he was starting to 


produce his own games — albstt primitive 
onas —in BASIC 

At the same time, 8 gentleman by the 
name of Bill S 


Up the ladder in the financial department 
cf the very seme comipany, Hs real desire 
ertropreneur B 


from Wharton ~ one 
tusiness schools in the 
3s had meant h 
somaborly alse. 
though he ly keeping hs 
eyes pedied for opportunities. 


In the 
wes growing, Bill had gone to General 
Instrument as 4 drecior of strategic 
planning, That meant he had to deal 
lots © documents and caeculations 

| end, being smart but not wanting to do 
crudge work, Bill warted to find a wey to 


create those financial docurnants more 
scovered one of the first 
at prngrams, VisiCale, and looked 
fora computer to use it on 

Among the computers he lacked at was 
Tendy's TRS-80 microcomputer — which 
2n selling well to hobbyists, home 
and small businesses fromm the 
late-Sev 
of memory ond 
noticed an Atari 400 and asker 
i was demonstrating en early 
Star Raiders. Bill was 2 big 
2 Trak fan and was. impressed with the 
game. Since the Atari ran VisiCale as well 
as games, he went an to buy the Atari 800, 


easily. H 


spreac 


ite many of NiewPrse'ssarortes, tome Aargervas hen iienes by mary theres. 


@ Summing graphics more out MeraProsegpmes fram the eampetinn a 


Site Eage shoes 


which was packed with 16K of memory 
BK if you added the basic cartridge. 

"I wanted to discover more about wha 
this comput wuld do,” explains Bill, 
“and | ceme eeross en Atri user group 
which was pirating games. The guy who 
ran the group wasn't interested in the 
financiel things that the cormputer could 
do but he was laaking at the technology 

behind the games on the computer. It 
became epparent that he was gathering 
knowledge to use in his own gemes. He 
was called Sid Meier.” 

That group was the Sid Meier User 
Group. Or SMUGGERS for short. Bill 
soon became frionds with Sid, whose 
first computer was also-an Ateri 800. At 
@ Geneval Instrument company meeting 
in the MGM Grand Hotel in Las Vege: 
Sid dlecicind he ad had enough and 
invited Bill to slip out with him, "We went 
downstairs,” recalls Bll, "There was @ flight 
simulator there called Ped Garon and | 
challenged him to a game. He baat me bi 
| remember Sid saying: 'l aould program 
a batter game in a week! 

Sid folt tho Al 
predictable and he hed memorised the 
algorithms watching Bill play the gar 
Bill bragged back. “If you 69, I ot 
id, Sid produced a eambat 
lator called Hellcat Ace about 


mC 


ho enemy was 


sellit,” he 


ight sir 


Conflict 
Wretnam 


didn asic 


@ [068] Center n Viewam was a aime cose to BR's 
hart sinc ha ad let rian inte Viena a 


the developrrentand took thegame to | 
review: Bill did no: went to have to live |} 
Up to his boast and decided to ravew the 
game badly, Bill wrote a fourpage bug- | 
fand-diange list, and gave it to Sid, thinking | 
that would be the end of the discussion. | 
Sid brought the fixed product back end | 
| 


60 Bill: “Can you sall this?” That was 
in August 1982 
it wasn't Sid's first game, however. He 
had ectuelly been playing around with 
computers since the early-Seventis, 
starting with an IEM 360 mainframe on 
wihich he learned Fortran programming. He 
produced simple affenngs: space titles and 
a tic eo-too game, He used his Atsn 800 | 
to produce a Space Invaders clone (the | 
first game he sold — albeit around a dozen | 
| 
| 
| 


copies) and ha had also created 3 racer 
callad Fornula 7, which was clstributed 


by Acom in 1982, But Heilcat Ace was his 
first important release, which, along with | 


the sde-scroling arcade geme Chopper | 
Rescue, helped Sid and Bil's new company, | 


MicroProse, 10 take off fasterthanthe | 
arcraét in their hot new games, 

"| called up computer shops andesked — | 
themif they had eny copies of Hellcat | 
Ace,” Bill laughs. "| wouldgeta negative | 
answer and then hang up. I'd repeat this, 
a faw times and then I'd call, as myself, 
time later tellin 


sor 


‘Sid Motor fa ane cho mo 


tf hope 


Sid also found # fascivirg tov 
history of the alway system ancl 


The first game S 
remiss ara 
Bil Stealey fs highly intaigant Now aged, he 


produced and sold 


School of the Un 
kd ane Bl torte 


saith 6 9 


prompted fir to rake annus! equests to Sx to rnake further popula ight sult 
Bl hoodwinked retail iors ini caviyry Mico it 


i forthe fs games te dive up derrand| 

Inala appa, 

Bit’s ruse worked Before ley the corrpery 

workers and games such as ates! Solo Fah 

Ithad also opeied Up offi 
nitBal. crested aes 


has Get Cram 


MicroProse Bked to putpecue's naresbefore Gare’ ths 


on 
Bil stifles his ov 


me’ ‘We've had lots of enquiries for thet 
‘game, sure we'e interested’ And that's 
how the sales began.” 

Bill worked to buid up the company in 
his spare time. He would spend the day 
at General Instrument and the night, from 
6pm to midnight, ensuring MicroProse 
was @ viable company. A year and 
$200,000 later, ha want full-time bust it 
would be another 12 months be‘ore Sid 
uit his job to join Micro rose in the same 
capacity, In thet second year, MicroProse 
employad three further workers — including 
Sid's first wife, Leslie. 

Sid's love of creasing fight simulators 
was perfect for Bil, who had a side caroor 
888 fighter pilot with the US Air Force 
Reserve. It was this mutual love of fying 
which catised the pair to bond —Sid also 
knew how to put together great games 
while Bil hed the ideal tackgrotind to 
tket then. Some may have accused 
© MicroProse games of being overty 
militaristic with a jingoistic air about 
them, but there was no douibting their 
attention to detail 

Bill's military backaround helped on 
another level, too. Bill — who was known 
as ‘Wild Bill from his time at the USAF 
Academy in Colorado due to his lacrosse 
style of play — was the aiitgoing partner 
in the business, Sid being noticeably 
shier. The pairing worked wonders and 


mcpadtad garve designe nt 
rain nfuence washis mmagraion asa chid, He would spend rrary 


nace hnades cone. 
ee ager wih the dik to a pastes 
sited Unted Stats Ar Fr 


s enploving n 
‘Sert Service and FI5 Sine Eacl bend | 


3 Trazn Werfitd Sid doesnttrrak 


wetld~and he ca 
udding his awn words 


sete the rrarus 
He sud ess than dover 
| 


we LrCelonaland | 


me ale Heat Ace Bs evition beckgrounc 


ganas pretending to bos | 
sping te feedthe epparent 


peop, By 1886, tho 


so | 


scross Eurqze wt te most notable bang nthe UK, headed by 
c's Stunt Car Raer 


crear 2 fan base that was reat 


Ip 1688, MicraProce wae bang 
thresiened wha lava 
MicroPho, naka of tho word 
roceseing pregram WordStar 
The company waa clara that 
WigoPros hades causng 
‘herket-confusion by eceptng toe 
‘smi arame. 

“We actualy got cals or 
menbers the puble askng 
for nap win Words,” acrrits 
Ed Magni, cneof MicroPrase's 
progamnmes tine tina, 
“NeroProse's sackesmen, Mike 
Hanson, tod to ross ett hat 
Ll 16 June 1988 tp stat using. a 
ew rere athaugh ites alowed 
1ouse thewords, famey 
MicoFtose Sofware! up unt 
Jue 1981" 

However, VieroPro wes 
bought banter company ened 
NMicrsProse okt have ta change 
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cs 


the regimented approach Bill had towerds | hooked up % 


‘ousiness was the driving force behind 
MicroProse's success. 
"I'm a fighter pilot. | have the mind-set 


that you're not going to get sho: down, that 
go! 
says Bill, who lost triends and classmé 
in Viemam. “So | 


you're 


toaccomplish the 


ission, 


st worked aut how to 


make MicroProse work anc went for it 
Wa were building 2 preduc:, making thet 
convert it 


Pi 


PAI 


US Guid boss Geoff Siown gives us is 
recollection of MaroFtese: "WiceoProse vias 
rrr the coripanss | fest sgnad up for 
publshing in the UC unser ha US Sele ba, 
Apart fair a cube of eal chovperbased 
preckcas from Conn, ens realy have any 
fight srs forthe C4 or Arrga that were 
thing tho rook. Over on the PC thoy 
‘wee bi business wth Fight Simelatorand 


ETO GAITIEH COLLECTION DULY 


product and lining up peopl 
Then we were selling it 
And sell they did. In 1903, McraProse 
produced the Floyd Of The Jungle 
game, which allowed 


ks to be 


our joys 


the achon css | actualy dé the deal forthe 
Figs ws pulse Bl Saeoey wh found 
‘nd nthe corrasny and peice the eas, 
“i yas lor ta I your fom 
brash American, who sctualy wore a riltery 
Lnforn tothe fst CES shows, |alvays 
Salad hen uhen |nrt htt Togs Bits 
he seerred lean excorrkat guytier and 
ha was usualy <ccorrpanied ty Hs wi, He 
(wei ays calng and askig how sales wee 
(gar and was serial oe pushy than my 
therbensers, bit we all respected tar ond 
realy wert te trun torre the sales fo ir 
"Idan terrember the product release. 
tach, but meng the frst were Soo Fight 
‘Sorte Ace aS rl calng 18 Ske 
Eagle He rly hepa Yo pat IS Gal on 
the map nd extend or preduct ange nto 
naw’ sreae They evertualy apenad ther avn 
ublsting dvisen in te UR. but Velie 
‘3 our alone ring thatheinesd to 
Poston therm at fst 


the Atari 800 for mukiplayer 
fun. “Forme, it was ike early A 
games." says Bill. "| iked it because | had 
three kids and al s could play 
together.” Floyd OF The Jungle was 
great commercial suecoss but it did move 
MicroProse Software along, 
More success was to come in June 

1984 when Sid's latest geme, Soto 

Flight —in which the player flies over 

many Stetes and delivers begs of mai 
—was given its first aiting, Bill was at the 

ummer Corsumer Electonics Show 

in Chicago, llinais, heving booked a ten 

by ten booth, The game began to catch 
attention, not least from US daveloper and 
publisher Human Engineered Software, oF 
HESware as it was better known. It oMered 
$250,000 for Salo Fight. Bill asked Sid 
what he thought about the offer, 


vision 


a 


id would 2 had 
‘hired! @ Wharton MBA to make those 
difficult decision I “But t 
time he continued and Vheard 
you never give away the family jewels! 
Bill decided to keap Sola Flight for 
MicroPrese, HESware went bankrupt 
within months, and Bill ard Sid wont 
sell more than $1 million cf Sole Flight 
for MicroProse. 

Stil, all Sid wanted to do was 
programme. He wasn’t intarasted in the 
running of MicroProse and devoted himself 
to creating the very best games he could 


” says is 


told me 


 MicroProse adverse ts games in 
y dey itwouldindude details of howto buy the 
‘ite by pos. 


tles didn’t requ 
thrown at 


obscene sums of 


them: a time when @ pimgrammer only 
had to think of a topic and base a game 
around ft. "We couid experiment," says Sicl 


There wasn't ak 
individual titles so we could 
today would not be possible 

Other programmers noticed Sid's 


rant because 


of money at stk 


devotion 
you love to cook, but then you quic 
find out there's a lot more than cooking 
to running ¢ restaurant.” seys Ed Magnin, 
a programmer hired by MictaPrase in 
1986. “And that wes the same with Sid. 
He startad a games campany to make 
gemes. He didn’t want 
departmert, supervise other programmers, 
or worry about sales. What's more, Sid 
had a knack for playing other games 

and gt 


ing how they might have 
implemented some features. He liked to 
experiment between geme projects an 
come up with some new tricks he could 
use in the next game. Many designers, 
start as artists and then ask others to 
create the technology. Sid created some 
nazzy new technology first and then 
figured out how to create a. game to 
capitalise on it 

Ed started at MicroProse Apple 
UU games. "When | was at MicroProse | 
felt like | was a second stringer or on the 
junior varsity tearn, sys. "When 


/ 
(MaRS Bhkek 


© Wie ennui wir any erctieensal awards, the tullirg washomem MroProse in M8 in he US 


finished @ PC game we hada party in the 
watehouse and broke out the cake end 
champaane. When we finished an Apple Il 
or Appia IIGS game, they seid hare's $25, 
take your wile out to dinner. 

Meanwhile Sid wes beainning to tire 
of military games and yet they were 
helaing to make his name, His fan base 
‘was growing strong which is why, in 1987, 
MieraProse decided to bunch a pire:e 
simulator with Sid’s name in the title 

Sid Meier's Pirates! aimed to pick up 
fens of the programmers eerlier games 
and it proved to be massively successful 
ported on to many systems over the 
following five years. The fans adored i 
‘out Bill seldom missed a chance to give 
Sid's fame a peg up. Following an Amiga 
conference in San Francisco, Bill and Sid 
were having dinner. Bill old the maltre af 
to ensure fellow dinars wauid not bather 
Mr Meier, the auther, who just wanted a 
quiet meal without the bi graph 
hunters, By the end of the right. Sic was 
i sd with people asking him to sign 
their napkins. 

By 1988, MicroProse had grown, and 
it now omployod 26 Sid 
continued to work on gemes but 
MicroProse could now devote resources 
© multiple projects, "We all leamed a lor 
Sid, especially those who worked 
‘porting’ or ‘translating’ bis games from 
mmodore 64 to other platforms, 


workers 


| wes at lune 


explains Ed. “We got to see his code and 
how he cid things. Many of us went 09 to 
‘work for ather top companies.” 
Despite the fame and adoration from 
fellow programmers, Sid remained sty. 
with Sid and some of the 
programmers asked him to fixa bug,” 
says Ed. “Rather than tell them he was 
busy eating, he went to his office and 
came back five minutes later. | commented 
that he'd just made the fastest bug fx I'd 
ever seen, He said: ‘Hey, | was hungry’, | 
gat the impression he just hit the ‘build’ 
buttor to rebuild the same game and then 
went back to fix it after lunch. This, to me, 
was an example of him being a shy guy 
who didn't want to tel the testers to come 
back after lunch. 
In the same year ~ 1988 ~ Bill had spent 
six months taking to Trip Hawkins who, in 
1982, had lnft Apple ta form Flnctianic Arts 
The two self-confessed big egos were 
dscussing strategy, with Tip Hawkins 
eager to move into Europe, a territory into 
which MicroProse was making inroads, But 
Trip had another tick up hs slaeve ~ EA 
was 7 the midst of revarse engineering the 
Soga Mog 
The firm was miffed thar it would 
have to pay big royalties to Sege to make 
Mega Drive games. So 10 avoid all legal 
issues and tonal have to nay royalties, EA 
decided to reverse engineer the Mega 
Drive with its own engineers and no F 


Srive, 


Gunship (1986) 
Gansho wes wll as afight action gare 
Adentedy, thas aged okt some ofthe 
fayboard hurcnens re rot thet rela ete 
ut tv # gree mrouction for newreners 
ad t vas urderprned withthe rest gogeous 
‘aphics. "It get us big hs Euraon,” ys Bl 
Tog Hawhis appar sacthat ‘yone 
auld sal Gris He was Seying we vee net 
that good, we just had a ateetpreduct 


smash hi, kasang on Si 
i tyoutasta 
‘Man talirg 0 


3 making hima legen 
res Fight ar 
pany buts suocess 
von ever the daubiers. Garrers juss adored the 
calcio blend of action planing ard vacing, 


‘MicroProse Soccer (1988) 
‘Aleng wth En Hughes ema Sacco 
‘MioroFrase Soca’ waspartct the fig two! 
the le Feito wow alovied 
Daversa get a creat fee ofthe acton and 
as packed wth fastures. Cul bal, repays, 
changeable weather anc endc-end py with 
sky sk an urdkaited UK sucsss 


F:19 Stealth Fighter (1988) 


Fart easy, eqiting kt of sil as you 
Ponetistad firternt 


M1 Tank Platoon (1988) 
\ith $00,000 sales, M1 Tarik Pst 
billet 3 tak wartar tactial am, You wera 
tin control of four Mi tanks and had torr 
Sate and estes wale Wo aath 
the ener alesson. You hae! he choice oF 
ange misson ora campaign, Completing 
missions in campaign rade hid aneffec: on 
future isstos asthe gare ead your Sk eve 


‘Stunt Car Racer |1989) 
Whe 


what marked Sh rout 
arengits peas, you Gaul arse poe! 
itvias abo messvely imevatve, with races 
iiig ave un an elevate racetrack, The Sight 
routs ata had troublesor 
Fad 301 unless you sri 
fenh. Atrnogphers andy 
feleasec on Wierorrone 


1 the game w 
NicroStye label 


ftom Sega. Al the same time, EA decided 
on its sports game strategy and, with no 
Sega royalties to pay, was able 19 quickly 
build the compeny, These two efforts by 
EA realy got them off the ground in @ big 
way, It was a strategy MicraProse dlc 
want to. emulate. 

That tuned EA into a successful 
company. They grew to have 23 percent 
of the Maga Drive market,” explains Bil 
“lama US Air Force Academy Graduate 
‘and we hava en honour eade wich 
provented mo ftom allowing MicroPro: 
from going down the seme path. That 
was not the very best business decision 
‘on our part though. 

Still, the push in Europe was going 
well, Talks had been conducted with Geoff 
Brown, owner of Birminghem-based US 
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F-15 Suike Eagle (1888) 


Athough Bf Steaey says F165 Sitio 
191085 established MicraProse aa 


© Langa] A departuceter St bua 
cress, timeted aightchance 
Indirecton for MicrcProse 


muchat bres ard wk thie felance on patie 
garneqhey, tie gare becomes mo of atest of 
then anything else, On the postive sie; 
ie high texnpo wth enernies caring 
thi end fast Puralangside ther WicrcProse 
games, though, sarnethng ust seers lack 


Gold and, in 1986, the company began 
to sell MicroProse’s games in the UK ard 
‘on the continent. "There was a problern, 
though,” recalls Bill. "I flewo the UK 
and went to see Boots, butthey wouldn't 
take my meeting. The hosses there didn 
know the MicrePrese brand, ard that 
because every one of our cames hed US 
Gold plastered on the front of the box. 

I knew | had to change tact ~ if | couldnt 
get a maeting witha major supplier, 
something was wrong,” 

The US Gold dee! wes brought to an 
‘end and in came Stewert Bell to head 
up a naw UK division. By this time. the 
company had released a wealth of top 
games including Gunship, F-15 Strike Eagle 
and Silent Servee end it wes looking to 
‘open up in other countries, Soon it would 
have offices in France, Japan and Germany 
too but the large gless-(romted UK office, 
in Tetbury, Gloucestershire, was important 
and helped to create some of MicroProse's 
best games, Indeed, 40 per cent of the 
worldwide MicroProse transactons 
‘were controlled from the UK. Ithada 
telasales department, 4 20,000-square-foot 
warehouse shifting million units a year 
and @ playiesting eoction. Stewart was the 
Uk’s meneging director ang it signalled a 
period of further growth for MicroProse 


@ biieroProxe gorer wore ported 
Aimstiad CPC 


Despita this expansion, however, there 
was still some criticism, The games 
themselves were notable for their quality 
but the prices were often high, Stewart 
says this was due to “he investment made 
in the games. “Gunsfy cast $4 milion 
and took over 17 man years ta davelop,” 
he explains. “Th aging and 
documentation was of a very high qui 
and was alweys well tesearched.” 

As if to underline the emphasis on quality, 
Gunship was 18 months late, testament to 
MicroProse’s stance that games wouldn't 
be released Until ready. The game also 
ensued it rewarded high scorers ~ an in- 
game winner of the Congressional Medal of 
Honor would be hanced « certificate signed 
by Bill end they would be rewarded with 8 
fightin Bil's T28 Trojan, e World Wer II-era 
Navy training aircraft, 

Such attention to detail and care for 
customers maant peaple new thay were 
cetting value for money. Indeed, the 
packaging wes immense — it was not 
unknown to have accompanying bookets 
stretching to 150 pages or more. This put 
cff pirates too, and sales ware buoyant 
F-18 Sinko Eagle sold a milion copie 
across formats. But work didn't stop there... | 

"Many companies release @ product and 
then forget about it,” Stewart told Crash 


vy 
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2 a age ub of machines, oven the CBs ial he 


‘Magazine at the time, "MicroPrese's 
product development is a constantly 
ongoing process, which lests beiween one 
and two years. Projact Stealth Fighter is 
currently in ts eighth version, utilising faster 
algorithms and improved gameplay, while 
tho latest version of the C84 Pirates! has 
animated pictures.” 

Stil, some programmers hed their 
‘way, the games would have been even 
more expensive. "I never urelarstood why 
we would sell tape games for £9.99 when 
they were so much trouble to produce and 
disk games — which were much easier — for 
£15.99," says Ed Megnin. “| always felt we 
should have priced the two the same or 
swapped the prices to encourage people 
to move to disk 

But things were going well. There wes 
belief within MicroProse that they and EA 
would grow powerful enough to carve up 
the games markat between them. 

MicroProse began to bring in new stait 
It employed Bruce Campbell Shelly, Arnald 
Hendrick ard Lewrence Schick, irom board 
game company Avalon Hill as programmers 
and producers. It also took on praducer 
Ed Baver, a PHD history professor from 
Princeton. Sid, who by now was settled 
near Baltimore, Maryland, was cuick to spot 
their potential. 
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® [054] A favourite of Bil Stesley, Revd Of The dtrige alowed four people to play it 


Ih particular, ne struck up a partnership 
with Bruce Campbell Shelly. They worked 
on F-19 Stealth Fighter together, with Bruce 
spending much of his first 12 months at 
MicroProse on the project. Bruce was a 
fan of Pirates! on the Cammaciora 64 and 
it was this game which made him keen 
to move out of board games and into 
computer games, a decision which would 
prove crucial as MicroProse headed into 
the next decade 

“This was our golden age,’ says Sid 
‘We hed a brilliant set of pecple, the be: 
prograrimers and ertists, people who 
could really pull games together.” 

Indeed, MicroPrese was alweys keen 
to try naw markets. In the UK, the team 
produced the hit sports game MicroProse 
Soccer, and Geoff Crammond's Stunt Car 
Racer vias winring new auciences. And 
when Amstrad announced the new Sindair 


secant ganas ncude Sti Vila’s Raload!n 2006 sod Sd 
‘Miler Panes! for Xow 2005. in 2004, he cela 20 
‘oars asa cames desiaer, Hews the serene er 
beinducted ino the Academy af Interacts Arts 

Hal of Fame’ for Lfetene Achievement in 1998 


Sidney K Meier 
S58 Maer cofounced Fraxis 


Gnesi 1998 wh eft 
Biggs and Bian Reyrcls 

lecuraty Fran's recor meriinenent 
of ereatve develeprent, 1898, Hewes 
Cinkeaton eran hs He ached ta rtm eo CEQ 


Sid Meey's Civitan 
this yee ands thea 


ma 
anime gore Worbicts 


in \wwwwtoraioms ca. Bt, 
whet have become rove rceniy,behas set us| 
annual leas of tis rest “ul Puig, which al 

B Success fenchise, Other focus en rrltalajer mitay 


sd esnionge there games witha foaus on first parson 

shooters, acton ecvente, Stateqy and simulepon, Bl says he 

‘casserrblngrrary ofthe od McraProse cw far this new 
PC, consdes, mabe 


7 eve 


PC 200 in 1989—a machine dendad for 
being too mush of a business computer 
that couldn't compete with the Ate ST 
and Amiga — MicroProse nevertheless 
dsciciad to release new gemes fort. and 
pushed Walt Disnay and Sesame Street 
licences 81 price of £9.99 each 
But such departures didn’t alweys 
work. The Sinclair PC 200 was ¢ failure, 
although it didn’t damage MicroProse. 
What did damage the company’s fortunes, 
however, was a decision to move into 
the arcade coin-op merket. At the same 
time, Sid, despite opposition within 
the company, decided he too wanted 
to broaden his horizons ard try 4 fresh 
approach to gaming. Bill wasn't overjayed 
at this —he felt the formula of producing a 
military sim each year was a winner. 
Urbeknown to most of the company’s 
‘employees, Sid had actually sold tis share 


@ Poogrrrme Kevin Buskne with a MicisPrnse van 


Kevinwnrkeinboth fe USand UX, one nf mony tkave fluen aes the 
Atantic to wovk at both Engish-speckrg dons. Miro?roge tended leis duisons to work as 


nal whl 


“SID DECIDED TO CREATE RAILROAD 
TYCOON AND CIVILIZATION AND, IN DOING 
SO, ALTERED STRATEGY VIDEOGAMING 
FOREVER" 


of the company to Bill. As part of the sale, 
Sid was retained as a prvate contractor 
onan exclusivity desl, which tied him into 
producing games only for MicroProse. 
He would recaive an advance before 
he began any game anather sum upon 
completion and royelties, 

Now he wanted to move away 
from churning out flight simulators, He 
decided to 1 Railroad Tycoan and 
Civilization and, in doing so, altered strategy 
videogeming fotever As for MiciaPrase, 
entered its second era of success. 


@ [2ear0 SF] Simulation Sehovare sums up 
MicroProses approach gaming aswith 
“Aisne Repgeron the haan 
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JOIN DAMIEN MCFERRAN AS HE ARTFULLY 

DODGES SOME PESKY FLYING MEDUSA 
HEADS AND CHARTS THE HISTORY OF ONE OF 
VIDEOGAMING'S MOST BELOVED FRANCHISES 


HISTORY. OF CASTLEVANIA 


INES) Dra 
‘hes charsete 


hen Bram Stoker penned his classic horror 
novel Dracula in 1897 it’s unlikely that he 
could have foreseen the incredible impact it 
would have on contemporary popular culture. 
Sinee its publication the book has gone on 
to become one of the most significant pieces of literature ever 
written and has inspired numerous movies, TV series and comic 
books, as well as establishing an entire horror genre. However, 
nat in his wildest dreams could Stoker have anticipated that his 
seminal work would also provide the foundations for one of the 
most enduring videogame franchises of all time: Castlevania. 
Although Konami's classic seriés features Stoker's legendary 
vampire antagorist and even goes as “ar as 10 te itset in with tha 
tumultuous events of his novel, the main focus is the seemingly 
unending duel between the forces of good and evil namely the old 
and courageous Belmont clan and molevolont Count Dracule himself 
At the last count the series hes spawred almost 30 different erties 
across a Mmytiad of consoles, home computers, portable devices and 
mabile phones, and with the recent releases of Castlevania: Omer 
OF Feelosia and Wii fighting game Castlevania Judgment, and the 
incoming Lercis of Shactowy, we thought it wes the perfect tme 1 lock 
don the illustrious history of this classic gaming frenchise. 


Fangs For The Memories 

Asis tha case with many classic Japanese videogame series, 
‘Castlevania’s genesis took place on the Nintendo Farnicom (known 
29 tho Nintendo Eniertarment System in the West, Released in 
Septernber 1986 for the Famicom’s Japan-only ‘Disk System’, the 
first game Akumejo Dracula (which is one of the many Japanese 
titles for the series and roughly ansiates 45 ‘Demon Castle Dracula’), 
tit relly do a gract cleo set isl apert fron the tload of sma 
platform action available on the 8-bit machine at the time. 
‘However, it did boast one vitel ingredient that other, move kiddie: 


friendly games lacked ~ atmosphere, Fror 
the mean and moody sounchrack, Akumajio Draclia was as tense and. 


spooky as any 6-bit videogame possibly could be. It was 


i foreboding visuals to 


Lrable to jump off the many ste 
Dracula's dusty abode, 

Shortly after its Disk System cebut, Akumaio Dracula wes ported to 
the popular IMSX2 home computer. Konami had a history of supporting 
this plat fetal Gear 2, Satcher and Hyper 
‘Sportseil appeering on if, So conversion Wesn't thet much of a surprise 
atthe ime. However, it's worth noting that the MSX2 version marks 
the European debut of the franchise (the MSX series of machines had 
quite @ follwing in this region at the tme), although it was published 
under the ttle Varnoie killar In al honesty the WISX2 edition isr't 
a port n the'strictest sense; t aciually featured new areas end was 
structured differently, with emphasis placed on exploretlon rether then 
‘ourand-out bloodle:ting, 

Given the suscess of the Disk System verson, Nintendo decided to 
release Akumap Dracus in cartridge ‘orrrat in 1987. nthe same year 
Akumajo Dracula made the leap rom Fast to West and was rettled 
Cestlevanie, with a European relesse ‘ollowing in 1988. The timing 
of the Western publication was perfect ~ the NES wasietfertlessly 
laminating the American mecket end this rneart that quality games 
were: likely 1 find @ massive (and highly lucrative) aldience, Castlevania 
‘was 10 exception to this andl sold imoressively, quickly establishing 
itself age NES classe. 

Konami's next move was'an exiremély breverone, Ata tro wher 
most developers would slevishly stick to @ blueprint once it had oeen 
proven successful (Capcom's dengerously similar Mege Men 
tits are @ gor example of this), the developerdecided to: make the 
inevitable sequel quite dfferent frorn its predacascor Castlevane If 
Simon's Quest continued the tale of the first came but adooted a vey 
different stucture, Instead o! being stretly ievel-based, the pleyet was: 


1m, with titles: such a 
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AKMODAN I 
Super Castlevania IV 
1991 


BALORE 
Aria Of Sorrow 
2003 


BEEZLEBUB 
Symphony Of The 
Night 1997 


BEHEMOTH 
Dracula X: Rondo OF 
Blood 1993 


DOGETHER 
Dracula X: Rondo OF 
Blood 1993, 


MECHA KNIGHT 
The New Generation 
1994 


FRANKENSTEIN’S 
MONSTER 
Castlevania 1967 


GALAMOTH 
Kid Dracula 
1991 


CREAKING SKULL 
Aria Of Sorrow 
2003 


GRANFALLOON 
Symphony Of The 
Night 1997 


KARASUMAN 
Symphony Of The 
Night 1997 


STONE GOLEM 
Super Castlevania IV 
1991 


MANTICORE 
Aria Of Sorrow 
2008 
MEDUSA 


Super Castlevania IV 
7991 


MINOTAUR 
Dracula X: Rondo OF 
Blood 1993 
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OLROX 
‘Symphony Of The 
Night 1397 


FLOATING SKULL 
Super Castlevania IV 
1991 


ROWDAIN 
‘Super Castlevania IV 
1991 


SIR GRAKUL 
‘Super Castlevania IV 
1991 


SKULL KNIGHT 
Dracula's Curse 
1990 


SLOGRA 
Super Castlevania IV 
19g 


TALOS 
Harmony Of 
Dissonance 2002 


WEREWOLF 
Dracula X: Rondo Of 
Blood 1993, 


WHITE DRAGONS 
Castlevania 64 
1993 


WYVERN 
Dracula X: Rondo OF 
Blood 1993 


SEA SERPENT 
Dracula X: Rondo Of 
Blood 1993 


GAIBON 
‘Super Castlevania IV 
1991 


‘THE GARDENER 
Castlevania 64 
1999 


GOLEM 
The New Generation 
1994 


HELLHOUND: 
The New Generation 
1994 
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HELL GARGOYLE 
The New Generation 
1994 


HIPPOGRYPH 
‘Symphony Of The 
Night 1997 


DRACULA 
Castlevania 
1987 


DEATH 
Castlevania 
1987 


ELIZABETH BARTLEY 
The New Generation 
1994 


SHAFT 
Symphony Of The 
Night 1997 


GILLES DE RAIS 
Castlevania 64 
1999 


CARMILLA 
Simon's Quest 
1988, 


sUccUBUS 
Symphony Of The 
Night 1997 


COUNT BRAUNER 
Portrait Of Ruin 
2006 


ADRAMELECH 
Circle Of The Moon 
2001 


BONE GOLEM. 
Dracula X: Rondo Of 
Blood 1993, 


CERBERUS 
Dracula X: Rondo OF 
Blood 1992 


WARLOCK 
Vampire's Kiss 
1995 
CYCLOPS 


Dracula's Curse 
1990 
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DANCING GHOSTS: © 
‘Super CastlevanialV 
1991 Pe 


DOPPELGANGER ~~ 
Dracula’s Curse 
1990 


HEADLESS KNIGHT 
Dracula X: Rondo Of 
Blood 1993 


LIVING ARMOR 
Harmony OF 
Dissonance 2002 _ 


maGic ARMOR 
‘The New Generation 
1994 


NECROMANCER: 
Circle Of The Mos 
2001 . 


THEHYDRA — 

‘Super Castlevania IV 
1991 ; 
BIGPEEPINGEYE 
Harmony Of 
Dissonance 2002 


QUEEN OF MOSS 
The New Generation 
4994 ; 


DRAGON SKELETON 
Castlovania Chronicles « 
2001 : 


‘SKULL SORCERESS 
Vampire's Kiss 

1995 

GLASS KNIGHT 
Haunted Castle 
1983 


VAMPIRE BAT. 
Castlevania 
1987 


ANGEL MUMMY 
Belmont’s Revenge 
1991 


BIG GOLEM 
Aria Of Sorrow 
2003 
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ok taken roma enon 
2 grade ger ced Bate Tse ) 


expected to averse Transylvenia in search of Drac 


ia’s scattered body 


parts —a tase thet wil help ift the curse thet Draguls had placed an 
Simon immediately a'ter their bloody encounter in the previous outing 
Again, like the onginal came Simon's Quest was released in Jer 


on the Famicom Disk System under the title Dracula Il: Nora! No Fuutia 
(which translates as ‘The Accursed Seal’ in Engish), buta standard 
cartridge release follawved in the West. Simon's Quest was part- RPG, 
partaction pltfomer, with items to purchase, non-player characters to 
interact with and even an innovetive real-time ‘day and right’ system, 
where enemies were stronger (nat to mertion more abundant) 

in darkness and weaker when in the sunlight. Although the game 
showcases some neat ideas, t hasn't aged particulerly well and me 
Unusual gameplay comes across as clunky and poorly fealised when 
set against its more jlustnous forebears. Nevertheless, it remains a 
significant tite in the ineage and pre-dates the sem-RPG overtones 
that would be adopted for the more recent entres, 

Sensing that its vampire-kilng franchise nad legs. Konami decded 
that it would produce an arcace edition that would benelit fram the 
‘considerable technical prowess that can-munching machines boasted 
at the time. Sadly, while the resultant Hounted Castls certainly looks 
better than the B-bit games thet sired it, the gameplay ispretty 
dismal, with annoying enemies and bland action. As result t remains 
something of @ curiosity, but the connection with Castlevania was 
enough to ensure that it was granted .lapan-only budgat release in 
2006 on the PlayStation: 2; 

After this minor hiccup Konarni turned 


attention to Nintendo's 


* latest piece of hercware — the portable Game Boy. Releesedin 1989, 


Castlevania: The Adventure (known as Legend Of Dacia in ts native 
homeland) was one of the first games for the fledging portable. and 
to ba brutally frank, (tshows, Graphicaly it’s rather basicand the 
gameplay is slow and plodding, Ironically, of the key staff bohind his 
lacklustre instelrrert was none other then Maseto Maegawva, who 
would later break away from Konami to form Treasure, the legendary 


creator of suich classi ss Gunstar Heroes, Raniant 
Silvergun and lkeniga 

The series retumed to its NES roots with the next chapter 
of the Belmont saga. Castlevania il: Dracu (Legerd 
(Of Demon Casi in Jepen) took the core gameplay of the 
original game and 
characters, branching level progression and Some serio 
impressive presentation, Easly the best Castlevant 
forthe 8 bit Nintendo, the game remains a firm f 
even today andis generally regarded as one of the finest 
entries in the entire canon 


The 16-bit Era Dawns 
‘With the release of the 16-bit SNES in'1991, Konarw decided 
to fevst the orignal gare and “Teboo”’it using the fearsome 
technological capabilties of Nintendo's new herciere. At the 
time it saemed foolish to nat focus on creating a title that added 
to the apidy expanding Castlevania storyline:.but when the game 
finally appeared such petty cnticisms were forgatien: Despite a 
rothor slow opening level, Super Castiovania Vis amquably one 
of the finest SNES games in existence — quite a feat when 
you consider it was also one of the first to be published for 
the machina. Although Simon Belmont was once again the 
canta of attention of the la, the ldvel design was entiraly 
different from that witnessed in the NES edition, with all-new 
enemies end stages that took advantage of the Super Nintendo 
inroverive features. Who could forget the sivicathly sdding 
Golem boss.and the rateting cylinder oom? As if all this afephical 
trickery wasn't enough, the game also boasted a hauntingly beautifedly 
soundtrack that literally blew away anything heard in rival SNES 
gamiesat the time, 

Elsewhere, Castlevari's handheld edventuiés continued apace 
with the sublime Castlevania Il: Belmant’s Revenge, produced for tha 


jourite 


‘Gand Bayi the’same year 46 SijparCastiovanla M Here, Konami 
etbemed isall for tha’ pevious fortable ttle with came'that sure 
TAPS as ofl theyinest on the monochrome handheld, The rrusic s 
of berticular oie, withthe usually afating sound chip of the Gane Boy 
being macleso ing some serious catchy-andl the-tapping tides 
Although the succes ania senes was butt on the 
NES; Ke wily but surely coming around to th 
ranching out te other platforms: With the frst 16 bit Ci 
tithing Konami's talent, the company’s next move was eagerly 
Thankiully& didn't disappoint. Dracula X: Rondo Of Blood was 
released ior NEC's PC-Engine S 
ROM in'1993 arc 
fenced sore of the embell 
thet had been so Well received m 
Syper CastlevariailV (the lack of 
multi-drectional whipping being the 
mast notabis}, what it added was 
considerable; thabranchng level 


ea ci 


welcome relum, only this time it offered much more in the 
wey of teplay velue. The CD-ROM storage medium wes used to grant 
the gare a gorgeous enime-style introduction and the soundtrack 
ins a distinguished mastemiéce. Amazingly, due toa petty 
disagreement between NEC's US distribution arm Ti (Turbo 
Technolo and Konami, the game was never released! 
outsic® of Japan and only very rece! s Westen 
debut as en unlockable bonus in the 2007 PSP temeke 


re 


Having taken th 


ranchiss to NEC's harcare, 

Konami then tumod its attention to Nintendo's main 
Sega, Castlevania: The New Generation (known 
sstevania: Blaodlines in North Amer 


Kili Japan) oroved that'Konami wes a talent ta be reckoned with, 
oynetter whe: hartwere the cemmpeny coded ort: Not wanting to cpen 
up@ can oF Worms here, but even'the most ardent Segal fen wou 
adrnit that the SNES generaly played host to the more polished games 
the 16-bit ers. However, The New Generation was something of 
a revelation) net only did it sport tremendously detailed visuals, burt i 
alco featurad sorte seaing and ather effects that were typically no 

n on the Maga Drive — here wes a title that could tly sive Supar 
Castlevania [Va run for is money, 

As the 16-bit ere crew to a close, a semi-sequel to Dracula X’ 

Fondo Of Bloca was published for the 


SNES in 1995; sadly it's something of a 
disappointment. Cas Vamp 
Kes Ce va Dracula X 


Americen) ditched the branching le 
and replaced them with strictly linear 
: cones, Also, the stage design was 
changad almost beyond recagnition, 
| armen sing 
across és particulary émateunsh, Despite its teletvely poor cri 
reception, Varrpire’s Kiss hes gone 01 1o be something of e colector’s 
item, largely due to the |ow print run corring at the end of the SNES's 
life span. 


The IGA Years 


I's around this time that the enigrnat 


Koji ‘IGA’ Igerashi joins our 
tae. Along-time Konami employee, he would come to work on what 
is arguably the most imoartant (qot to mention pooulla) entry in the 


entire history oF the Castlevania sentes ~ Symphany Of The Night 
would eventualy becorhe the producer of the entre series Ironically 
thal has since pessed into videogame leg 32-bit 


ent was initially met with intense's 


isman 


PayStation| Case ets @ mention from 
ho Gear Sado he 


Staton vith a Casta save on your emary car 


derision When the first screens were published, many critics baked at 
the pnentive 2D visuals and accused Konami of being too conservativer 
tp bing the series up tb dete in an era thet was becoming renidly 
obsessed with al things three-dimensiorel. Wher these eerly screens 
dicln*t strate was the massive sea change that had oczured in 
tars oF gameplay; ro longer was the world of Castlevania estristed 
to linger ot merely ‘branching’ levels. The siricture of this new game 
echoed that of the oft misundersioad Simon's Quest, with the player 
being free to explore each nook and crenny of Dracula's fortress at wil, 
provicing they possessed the necessary ites end equipment. 
Because SOTN borrowed many élements from Nintendo's SNES hit 
Super Metioid the gamehas, over tire, been branded Metroidvania! 
However, SOTNalsa brought mary other ideas to the table. Tha most 
sing was the fect that for once, a Belmont descendant was not the 
main character of the story. Dracula's half-vamp, hal-human son took 
centre stage enc proved 10 be one of the most popular and enduring 
leads the series has ever seen, The game also introduced many 
RPG-siyle concepts, such as axpentance ponts, weapans, armour 
péls and restorative items. Desppte some rather puzairg roviows 
{the Official UK PlayStation Magazine wes particulary harsh on the 
‘outdated! visuals and gameplay), SOTN switty esteblshed itself as 
a true cssic of the 32-bit generation, being grentec platinum status 
in the US ard eaming itself a ‘Best of’ re-release in Japan. ls worth 
nating that the Europaan release was nothing short of a disaster, with 
Konami struggling to shift the intel srrall shiprrent of PAL copies. 
AS a resull the game is now quite rare in this forme: and worth a fair 
‘few bob these days, especially if you have the Imited edition artwork 
book and soundtrack CD. A Japar-only Saturn conversion was also 
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produced but although it featured aditional lavels and another playablan 
character, il was afflicted by crippling slowdown and lacked many of 
the clever visual flourishes of the PlayStation cnginal 

I's paradoxical that after releasing what is generally regertied 
as being the finest game in the series, Konan then processed to 
produce several distinctly underwhelming tiles. Castlevania Legend 
con the Game Bay was the first title to be developed post-SO7Nand 


3 fer as to irclude new pester boy Alusord as an end of 
level opponent, but it wes an insipid effort that contained none of the 
invertion and biliance of ts 32-bit forebeer. However, while this fairly 
incongruous release di little to dent the enthusiasm of the Casievania 
fan base, the next game in the lineage would baave a lasting scar that 
for some fans fas nat healed even to this day. . 


3D Or Not 3D 


Taking into consideration that many estabished videogame franchises 
were being dragged kicking and screaming into the reaim of 3D <3 . 
during this pened, it was obvious that the same would happen to 
Cestlevaniaat some point. During the development of SOTN, a full-3D 
adventure was announced for Nintendo's upcorning N64 console, 
with a few basic promotional movies showcasing the weirdly anguler 
characters and the kind of action they/d be ind.iging in, However, 

the development time was-2 protracted one and when the game 
evant.ally imped out onto store shelves in 1999 it wes.a parad 

down experience compared to what had been promised. Instead o} 
offering four different characiers, as wes hinted in the trailer, it only 
contained two — Reinhardt Schneider (your typical Belmont-style << 
whip-carrying hero) and Care Fernandez ta young gi with magical 
powers), Howaver, a lack of 
playable protagonis 
least of Castlevania 64's problems 


was the 


-| Simon - | John Richter Al Soma {Maria |Leon 
: ucard 

Belmont | Morris. | Belmont | frescoes | Cruz Renard | Belmont 
Arguably the most John Mortis is Aclose second playable appearance | Abigh-school Fans of the series Technically the father 
famous member connected to Bram to Simon in the in Castlevania It ‘exchange student, thought Konami had of the vampire- 
of the Belmont Stoker's original popularity stakes, Dracula's Curse, Soma is transported | gone soft when it hunting Belmonts, ,' 
lineage, Simon has | Dracule novel ~ his Richter hos starred in | Alucard became a big | to Dracula's Castlc added the cute Maria | Leon wos the first to 
appeared in more father was Quincy Rondo Of Blood and fan's favourite thanks | in the events of Aria as an unlockable take up the whip and 
adventures then Morris, whe dies SOTN-twogames | tohisleading role Of Sorrow He later | characterin Rondo | fané off againstthe 
any othercharacter | inthe final epic thatare etched into. | inthe most popular | leamsthathisfate is | OF Blood, buther forces of darkness. 
{although technically. | confrontation with the consciousness game inthe series, | entwined with that of | reappearance in He also makes 
five of hissicentries | Viad in Transylvania. | of every Castlevania | Symphony Of The Dracula. Seeing ashe | Symphany Of The use ofa magicel 
are the same story | Astonishinaly, he’s | fan. His blue tunic Night twas abrave | comestromtheyeer | Night(she’s playable | gauntlet inorderto |! ¢ 
retold). Kicking things | descended from means you're unlikely | move by Konami to | 2035, he sports rather | in the Saturn version) | seve Sara, who was 
defeated Dracula a therefore rathertasty | when he’s inthe thick | starring role, but it attire than his fellow to purists. She's a nefarious fellow: 
second time'in 1698. | with a whip. of things. paid off beautifully, Castlevania heroes. Richter's sister-in-law. | named Welter. 
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Castlevania: The Adventure (Game Boy} 
Ona of the vary first Game Bay games, 
Casifevanta: The Adventure isa decidedly 
average release that is ultimately unsuccessful 
in transferring the excellent ganeplay of tha 


Castlevania Il: Belmont’s Revenge 
(Game Boy) 

‘Compared to the provious GB fitle this is 

a complete turnaround. Not orly are the 
graphics excellent and music some of the 
best youll hear on Nintendo's handheld, the 
gamepley is fantastic and the sheer variety on 


frustrating and graphically di ting, and 
ba eld ete fect ahaa Offer is nothing short of staggering 


one for die-hard Castlevania completiss only 


evania Legends Castlevania: Circle Of The 


{Game Boy) Moon (GBA) Dissonance (GBA) 

Sadly Konami was unable Castlevania: Circle OF The More Castlevania: Symphony 

to maich Cassovonie Mocnis.a fairly successful Of The Night-style ita fos The transiton from 2D to 3D hadn't exactly been a smooth one and 

Belmont’s Revenge with attempt at bringing the but this time Konami included it was Clear that Konam) had experienced some difficulty in keeping 

this lacklustre sequel. The gameplay at Symphony improved graphics and tar the traditional gameplay intact, The combat wes dill, the auto-aiming 

first game in the series to Of The Nightto the small more detailed locations (at unpredictable and the visuals weak. To make matters even worse: 

Shaweaseafemat Belmont, scr, Tegame ishugely the expanee of decent musi sever sections of the garmie degenerated into tiresorre: platforming 
genie Tees ea piroMebnoe nivale Sic otters HeNTy seesaigh toatl eal assault curses Where the 3D carers steadfastly refused to treck the 

to Castlevania: The Adventure of challenge, however, the here could pass as Game Seu ca Na ard Sea GN reads . Ss chine 

with uninspired leveldesign _—_gtaphicsare a bitdarkso i's Boy tunes). I’s still not as x ng a a Hapa eal) SPT 

and monotonous action. highly recommended you play deep as Symphony Of The ‘back to the start 

Alucard makes an appearance this on aGame Boy Advance —_Nightbut comes highly It was clear that Konami simply hadn't had enough time to make the 

as an end-of level boss. SP or DS. recommended regordless. game as good as it possibly should have been, and this viewpaint was 


given credonce when 6 seri sequel quickly appeared in the same year 
under the title Castlevania: Legacy Of Darkness. Essentially the game 
tfevania 64 should have been alllong, it reinserted the missing 
ters that had been so crusly removed during the development 
Gf the first game and generally polishad things up, Sadly, it stil suffered 
from many of the same flaws that hempered its predecessor and wes 
proof enough to some fans thet Castlevania belonged n 2D; to force 


) 
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Castlevania: Aria Of (Castlevania: Dawn Of Castlevania: Port 


Sorrow (GBA) Sorrow (DS) Ruin (DS) E Janrelte Fitting apis to santa SOPRA eARGE Tas ihe syaeck 
Third time lucky for the Game  Adiect sequel to the brillant Following on fromthe events We Sener Pars Spi ecaot a aS meee Sune yes ok 
Boy Advance; Castfevane: Castlevania: Arla Of Sorrow, shown in the Mege Drive Bieri ie Serie, 

Aria OfSorowis thefirsttitie this Nintendo DStitls takes game Castlevenia: The New Thankiufly seemed that Renanzi was ta king ate esmne ting, at 
onthe machine to truly give much of whatmade the Game Generation, Castlevania: least ofa while. The next entry was Castlevania. Circle Of The fVieon 
its Inspiraticn - Symphory OF | Boy Advance game se good Portrait Of Ruin once again the lirst of Uwee 2D 'Metroidveria’ tiles for Nintendo's shiny new 
The Night—a real run forits and erly impraves on it. __ adheres to the’ Metroidvania’ Game Boy Advance. Playing like @ pered-down version of SOT, this 
money. Boasting hundreds of A throweway touch-screen blueprint, but the game new game did much to restore feth in the series and was followed by. 
diferent tome; an innovative spell systom can often be introduces some new ideas ic MOSSE eritfon Cuseerie: Maric OLD een ected 
‘soul’ colléction systern annoying, but ultimately 6f ts own, as well the ability 


improved visuals bit didn't mally better Cie OF The Mean in the 
gameplay stakes; that fell 0 the third game — Ania Of Sorrow —which 
was hailed as @ masterpiece comparable to SOTVitsett. It also marked 


andoneofthebestplotsin _ this s an excellenrentry in 10 travel to different locations 
Castlevania’s long history, this” the series and comes very through paintings being the 
ig real winner, highly recommended, mast notable, 
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—although thankfully Dracule's castle 
‘wielding zombies in spacesuits, 
‘After returning 10 glorious 2D form with the GBA releases, Konami 
again felt confidert enough to dabble in 3D. Castlevania: Lament Of 
Innacenca was released for the PS2 in 2003 and atiempted to unify 
the garriepley of SOTN with the 2D combat of Capcom's styish 
Devil May Gry, The result wasn't 8 told wrie-off by any meens, and 
‘even the most hardened 3D cynic would have to acm that it wa 
all quite enjoyable, but big mistakes were made in the construction 
jesign was featureless and repetitive, with 
many of th larger levels simply repeal and mem designs 
Mindful of the issues raised ly fans over Larpent Of i 
producer Ig 
series, (a 
this time Igerasha 
element famous by the ‘Mevodvania’ titles, Although some 
pretty decent concents were featured, the garre fet as empty as 
nd Curse Of Darkness was yet another uhimately 
unsuccessful attempt to take vampire slaying into the thre dimension. 
Thankfully, the disappointment af the home console var 
negated by the uniformly excellant Niniends DS rele 
Sorrow was 6 ditect sequel to the GBA release Aria Of Sorew and 
‘once-again sees the player stepping imo the shoes of exchenge 
student Soma Cruz, Portrait OF Ruin swiftly followed in 2006 an 
atierptad to tie itself in with the events of the Mega Drve ttle 
Castlevania: The New Generation, with the lead character Jonathan 
Moms being the son of the aforementoned John Moris. Ene Lecarde, 
the second playable charecter in The New Generation, a&o makes a 
cameo appearence, The porteble fun cidr'tend there, though; in 2007 


jasn/t populated by laser-qun- 


jessagan used a3D viewpr 
rempiad ta accommodate mere of the gamenlay 
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CASTLEVANIA 64 (N64, 
1999) 

DARKNESS (N44, 199% 
CASTLEVANIA 
(PLAYSTATION, 2001) 
THE MOON (GBA, 2001) 
OF DISSONANCE (GBA, 
2002) 

SORROW (GBA, 2003) 


CHRONICLES 
CASTLEVANIA: 


= CASTLEVANIA: LEGACY OF 
CASTLEVANI) 


a PSP remeke of Dracula X: Rondo O' Blood. Featuring new 2.50 
visuals end gorgeous artwork by Castlevania veteren Ayam Kojima, 
Castlevania: The Dracula X Chronicles also contained the original game 
and SOTNas unlockable extras 

And that brings us neatly to tha present, The last release on the 
DS was Castlevania. Onder Of Ecclesia. t's someting of a devietion 
from the norm, eclopting a female lead character, but ‘Metroidvenia’ 
fans wil be pleesed to know it sticks to the 1 
laid down by SOTN, Mote disappointing was Castlevania Judgment 

3D fighting game for the Wii that did ty herd, but ju 
the usual Cestlevanis pedigree. For the moment though are €\ 
firmly facused on the incoming Castlevania: Lords of Shadowy, whick 
wil be appearing for both the PlayStation 3 and Xbox 360, It's a truly 
stunning looking adventure that has boen crested by MerouryStean 
anidis being overseen by Konami's very own Hideo Kojna. Boasting 
an all-star cast that features Robert Carlyle and Patick Stewart, Xonemi 
{s promising an exciting new Castlevania gare that takes the series 
well and truly back to its roots, 
fever happens, the Castlevania series curren 
Althougttit cont 
fang will argue vehemently that 1 
only Castlevanié ttles worth bathering with right now; by and large 
they'stay true to the core principles of the series and keep the battle 
between good and evil rooted fimiy in 20. How long this can continue 
foris anyora’s ques and it's likely that Igarashi and his team at Konami 
‘wil put the diseopointment of Curse Of Darkness behind them to 
explore the realm of 30 in the future; one cen only hope that they 
finally get it right When they do. 
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| Just tike any other popular 
} came series Castlevania has 
| hac afew fase starts during its 
| history, the most famous being 
the much-hyped Dreamcast 
[ep Castonemactesurecton. 
Announced when Sega's 
| 128bit super console was first 
| tounched, this 3D action title 
| featured @ zany time-ravelling 
| storyline and even went as 
far as to place a scantily clad 
Sonia Belmont ~previously 
‘s00n in the torribie Gamo 
| Boy title Castlevania Legends 
/ ~ a8 one of the lead characters, 
Jf However, there have been other 
{canned titles apparently a 20 
} adventure was in davolopment 
for Sega's 32X that never saw 
| thelightof day, although i's 
rumoured that many of the 
) sprites were carried over to 
| SOT Speating af Symahany 
} Of The Night a conversion 
| was apparently underway for 
\. Tiger Electronics’ oft-derided 
game.com handheld, but 
/ development was halted when 
{the plug was pulled on the 
©. underperforming hardware, 
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CASTLEVANIA JUDGMENT 


ECCLESIA (DS, 2008) 


CASTLEVANI. 


TROREVIVAL 


WANTED: MONTY MOLE 


DOWN IN THE MOLE HOLE 


PUBLISHER: 
RELEASED, 

GENRE: FLIF-SCREEN PLATFORMER 
FEATURED HARDWARE: 2) 


Back in 1984, 
‘amid the aloomy 
backdrop of 
the UK mine 
stiko, the first 
Monty Molegame 
made the TV news thanks te 
its backstory about a desperate 
‘scab’ mole and its earieature 
of union boss Arthur Scargil. 
Although the o 
certainly shot 


fe crushers that 
platforms t 
hut Furthor de 


= Sere e Tee) 
a 


fH 


Ss 
Co ee ee 
pe ae ea a 


ween neem nn nnz 


pond 
= 


ita » but thi what the 
inside of David Darlings office. looks like. 


Believe pore 
elep 
oO te athe! 
was 
ner? 
ute" ~ 


Discover the genesis of ~ 
popular 8-bit hero seymour 
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COMPANY PROFILE: BIG RED SOFTWARE 


the town 


Red 


It started small but hit some dizzying heights — Big Red was 
responsible for some of the most well-known games in 
8-bit history. David Crookes looks back at the rise and fall of a 


developer whose talent continues to entertain us today. 


# ££ 2STUnNTMaAnM,.t © 


aul Ranson is sitting in 
| his living room, children 
charging around him. ‘Shall 
‘we leave you toit,’ we ask 
him. “No, 'm fine to talk,” 
he answers and launches into a potted 
history of his former company, Big Red 
Software, remembering the minutest 
of details and a host of names. “Is 
anyone actually interested in Big 
|| Red?" he inquires, laughing. "I was 
\ around 19 or 20 when I set it up. 'm 
|| 40now." 

Grown up he may be, but his love 
of games remains. Having decided 
against joining the Royal Air Force, 
he left sixth form and began his 
career as a programmer for Binary 

Design. After three to four years, 

the firm was employing 40 staff, all 

managed by Paul. "| had to make 

a decision.” he says. “And at that 

tims, setting up your own company 

and doing your own thing was the 
so that’s what | did, setting 
up an office in a warehouse in 
Macclesfield and forming my own 
company, Big Red. | simply don't 
know how the name came about.” 

The firm started writing titles 

such as the Fun School series for 


trend 


‘ [CPC] He maynat have been as cool as Diary but Seymour was sil apie character, 


Europress and began knocking out the 
likes of Double Dragon for the Spectrum 
and European Superleague for the Amiga. 
It wasn’t long before Big Red was on its 
way to success. 

At that time, there were only a handful 
of paople at the firm. Paul was manager 
and Spectrum/Amsirad CPC programmer. 
His brother, Pete, wes the resident artist; 
Gary Hughes programmed the PC and 
Amiga: and all Commodore 64 work was 
outsourced to freelancer Andy Torkington 
Freelance musicians sorted out the music. 

“That was pretty much standard in 
those days,” says programmer Fred 
Willams, who joined shortly after Binary 
Design closed down in 1990, and brought 
Spectrum and Amstrad experience with 
him. Not only that, but he also took along 
half;completed Binary project New York 
Warriors. "That got me the job,” says Fred. 

‘As well as games, the company also 
put together a few non-games: basically 
interactive puzzias for a Eurotunnel 
oxhbition contre and a tutorial for a stock 
refining plant. As the money rolled in from 
such projects, Big Red was able to move 
to plusher premises. 

Things were looking good. “We were 
preity much in cahoots with Codemasters 
by then,” says Fred, pointing toward 


the close relationship Paul had fostered 
with Codies founders Richard and David 
Darling. Big Red had been touting its 
Wacky Darts game to every budget 
Spectrum publisher it could think of, 
having bean inspired by Binary Design's 
darts game 180, That game had sald 
via Mastertronic and managed to shift 
300,000 copies. Peul showed the Darlings 
the sales figures as an indication of 
how well it could do and Codemasters 
snapped up the game, From that moment 
on, the two companies were inseparable. 

“The Darlings liked what they saw,” 
says Paul. "They were impressed by our 
output and our games arid they asked me 
to run Cademasters Business Limtedl. tt 
meant | had to commute between Big Red 
in Macclesfield and Leamington for my 
work with Codemasters. Italso meant the 
Darlings could concentrate on thelr top 
secret projects, the Game Genie for the 
consoles end things like that.” 

Itwas a relationship thet wes as integral 
to Codemasters as The Oliver Twins, the 
legendary creators of the Dizzy series. But 
because the Olivers were busy creating 
a Dizzy game for the NES, Big Red was 
asked to produce Dizzy IV, aka Magicland 
Dizzy. It was the biggest game in the series 
to date and was well received by the 
gaming press. 

The fourth game in the franchise was 
so successful that programmer Jon 
Cartwright was asked to write Dizzy Prince 
Of The Yolkfolk. He had only joined the 
company in 1991 on asummer job, soto 
get that particular gig was impressive ~ so 
impressive that, fellowing the completion 
ofhis computer science degree, the 
Spectrum and CPC spscialist got ¢ full 
time job with Big Red. 

Dizzy Prince Of The Yolkfolk only 
really existed because Codies needed a 
title for a Dizey V game pack to sell that 
Christmas but it did wall, prompting Big 
Red Software to knock up a further Dizy 
tite in which the egg-shaped character 
was going to flit batween movie piots in 
a Hollywood satting. It was to be called 
Movieland Dizey. 

It caused a massive argument between 


IN BRIEF 


Paul Fanson left Binary Design to 
carry, He gallos 
name thet realy was 


up na pub are scribbied an 
a beet mat, Havieg become rencly 
with Codemasters, the developer 
jorked on games 5 

rolMachines etd Segmaur but 


# lalira out wth Codemasters, 2 
reaver by Darrark ard a sai 10 
ios ras the and of thetrm It 
was subsecuenty igncted by Ekdos 
which meant the compary fated 
Rina manner ah 


shank bearings 


And you thaugh Seymnir wes 2 mass of 
Pinal Nope, De wes eal Andhs worked 
‘i BipRod! Paul Fanon aha his hand 


BLITZ GAMES 


The Oliver Twins - brothers 
Philip and Andrew ~empioyed 
many of the old Big Red staf. 
‘As Philip says, “in the early days 
of Codemasters, we all worked 
together ard all socialised 
together. We respected the work 
they did and we all shared lots 
of ideas. Andrew and | only had 
the usual 28 hours ina day and 
more opportunities than we could 
handle, 50 we sub-contracted 
the development of several Diezy 
games to Big Red. They cid a 
{great job and then wanted to 
do their own thing which was 
completely understandable, 
“Over the years we went cur 
separate ways and Big Red was 
purchased by Edos, but were 
sill lecated in Leamnaton Spa. 
‘When Eidos decided it no longer 
wanted this remote studio i 
August 1889 we moved in and 
offered them jobs. Most af them 
are stil at Blitz and stil enjoying 
making great games" 
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Codemasters manutaccured its 
own Sees cartridges and had 

2a gmail factory onan industrial 
estate in Leamingron, Big Red 
wrote the QA software which 
alloived the Codies to see ifthe 
‘aris had burnt correcty, For the 
Game Gear, Big Red snuck in a 
little Pong game that you could 
play linkup with any Codies 


Game Gear carts: you just held 
sown Start ot haat up. 


U2 RETHUGHITER COLLECTIONUULY 


Codemasters, the Olivers (who created 
Dizzy) and Big Red. The Codies felt that 
Dizzy should remain in fantasy settings 
and should not be pitted in a realistic 
game, Big Red felt it would take the series 
Ina fresh direction. Codemasters won 


Hollywood and it was followed up with 
Wild West Seymour, a game that had 
actually been pitched at the same time as 
Movieland Dizzy. 

“Wild West Seymour wasn't a oraphic 
adventure at all to begin with,” Fred 
reveals. "It was intended to be something 
like Feud, with two characters running 
bits of, well, 

something, to throw at each other. The 

title, though not the design, later got 
used for Seymour's stab at the ‘episodic 
gaming’ genre.” 

Big Red was proud of Seymour. Itwas 
heen to differentiate the character from 
Dizzy who was an egg and moved around 
by performing somersaults and leaping 
around platforms. Seymour had more 
puzzles, with the platforms toking second 
place. "We also made sure the plots were 
very different,” says Fred, “The Dizzies 
tendto be ‘Dizzy's got everyone into 
trouble, and has to get them all out of the 
mess he put them in’ and set in fairytale 
worlds. Seymour's plots were about 
everyone being let down by someone 
else, Seymour had to step in and make 
everything right by cheering people up.” 

Shortly after, Big Red was called upon 
to produce Dizzy ILV, a demo version of 
Dizzy IV earmarked for a Crash cesseite 
Codemasters had wantad the Dizy game 
10 consist of the first few rooms, but since 
Magicland Dizzy’s beginning is simply 

‘walk left and jump the shark, it wasn't 
much fun, 

Fred scribbled a fourrroom introduction 
design, Pete created new graphics (and 
with such a small adventure, he could 
include big animated objects like a 
teleportetion machine), and two days 
later the covertape deme was complete. 
Unfortunately, Crashthen decided to 
describe the newly introduced youngster 


1 [Speetun| Mapils Oy fectued merynodsto bath sty 
tale andinythology adie lesa adver 


So it went for episodes. 

Fred said: “The little covertape came, 
‘Seymour Take 1, had proved popular so 
we thought why not release a series of 
something sort of in between sized? It 
was an idea before its time and ended up 
being implemented oddly, with all of the 
episodes bundled into a single title.” 

In the same year, travelling was 
proving quite difficult for Paul and so he 
decided to move Big Red again. It took 
residence on an industrial estate outsice 
Leamington Spa, a stone's throw from 
Codemasters HO. 

By day, Big Red produced 8-bit games 
while at night it found Game Ganie codes. 
It meant the team burnt the midnight oil 
disassembling 280 code and using logic 
analysers to work out when lives were 
lost. Jon laughs: “We had a writer called 
Keith Stuart who was writing the inane 

‘30 worders’ for the Game Genie code 
manual. He wrote some stuff that cracked 
me up: ‘Doctor Mario: He’s the master 
surgeon of mirth, he’s the gynaecologist 
of giggles, he's Doctor Mario’. Probably 
not the marketing line Nintendo would 
have used.” Keith Stuert currently writes 
for The Guardian, 

With the move to Leamington, itwas 
time for another recruitment drive. Lyndon 


BIG RED WAS KEEN TO DIFFERENTIATE SEYMOUR 
FROM DIZZY WHO WAS AN EGG AND MOVED 
AROUND BY PERFORMING SOMERSAULTS 


the row and Dizzy was removed from 
the game. A new, chumpier character 
replaced him and Seymour was born. 
“Codemasters and tha Olivers preferred 
to keep Dizzy in his home fantasy 
environment,” explains Fred. “But we 
argued that the movieland design didn’t 
actually feature any real-world film studio 
stuff and was entiraly set in the movies 
themselves. But thare was no way we 
could persuade them so wo tweaked the 
game so that we ended up with real-world 
studio stuff with anew cheracter although 
‘we kept the Dizzy graphic edventure title 
engine. We thought if you've got a game 
mechanic that works, just keep using it” 
The result was Seymour Goes to 


egg as Dizzy’s son. “It got usinto no end 
of trouble with the Olivers,” said Fred. 
“He's just a generic young egg, okay?’ A 
similar demo was created for Seymour 
called Take 1. This time the design was 
completed over a weekend with a further 
two days implementing the film recording 
and playback work. was used cn Your 
Sinclair and Amstrad Action covertapes. 
When Wild West Seymour was 
released in 1992, things changed even 
more. Big Red decided that people didn’t 
like the way the games were getting 
bigger and increasingly complicated, 
particularly hecause games in those days 
didn't have a Quick Save feature and they 
had to be played through in one sitting. 


Homewood and Chris Swan were taken 
on (both now working for Blitz Games. 
One of Lyndon’s major projects was on 
the PC port of Micro Machines which Fred 
and Jon also contributed to. 

Fred also produced Micro Machines 
for the Game Boy. it was risky since 
Codemasters were still in Nintendo's bad 
books and the company was dabating 
whether it would be producing any Game 
Boy titlos at all. Big Red went ahead 
regardless, using the Codie's in-house 
manufactured Orac development kits that 
had been created alongside the Game 
Boy Game Genie's Software. It was 
eventually released by Ocean, 

in 1993, another move was on the 
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cards. Big Red moved to Southam, 
sharing offices with a microscope 
distributor, while switching from last-gen 
development for Codemasters to PC 
development with Domark. But the 
company still created outsource-style 
artwork for Micro Machines 2.on Genesis. 

Other new blood was brought in, 
including Mark Neesam, Paul Jennings, 
Brian Hartley, Fich Jones, Mike Procter, 
Tom Adams (all of whom were artists 
of varicus flavours since games were 
starting to become significantly more 
art heavy). The firm also employed its 
‘own musical talent rather than relying 
on freelancers. Enter Gez Gourley and @ 
huge collection of keyboards and other 
myster'ous devices with knobs on. 

Yet relotions between Big Red and 
Codemasters had become strained, 
leading to @ parting of the ways in 1893, 
Despite that, Codies founder David 
Darling, who recently sold his remaining 
shares in the firm, has fond memories 
of Big Red. "They did a lot of games for 
us,’ he said. “They were very productive, 
hard working and a fun bunch of guys 
to work with. For Paul to became our 
development manager and still manage 
Big Red must have been quite hard work. 
They had some impressive staff: Fred, one 
of their programimes, is very, very good 
and the developer’s strength was that 
they concentrated on gameplay and were 
original and innovative.” 

Big Red Software continued without 
Codemasters and began working on 
thrae-dimensional games, among 
them Tank Commander. It was the most 
expensive file Big Red had ever produced, 
costing £80,000 and it was earmarked 
for a Domark release. Paul had been 
approached by Domark and later had 
been irvited out to the E3 show that year, 
spending time on the flight sitting next to 
Philip Oliver. 

twas to be a disaster personally for 
Paul —his baggage had gone missing so 
the only clothes he had were the ones 
he was wearing — but professionally it 
worked out well. He was introduced to the 
men behind Eidos and a series of lengthy 
meetings followed. They let him in on the 
secret that Eidos was going to floatthe 
business on the stock exchange and they 
said they were impressed by Big Red's 
work. Tank Commander wes well received 
on its release, in particular for its use of 
local area networks. 

Atthe time Big Red was also working 
with some of the very early 3D graphics 
cards from Yamaha and a variety of the 
VR headsets. Jon recalls: "Ihad a visit 
from the Yamaha guys and Paul wes out 
of the country so it was down to me to 
entertain them. They were quite keen to 
go sample some local heer so Hook them 
to a pub in Leamington and then asked 
where they'd like to go to eat. | took them 


WE BECAME MORE MARGINAL 
AND AS EIDOS BOUGHT MORE 
COMPANIES IT BECAME CLEAR WE 
WERE NOT GOING ANYWHERE 


for acurry.” 

‘Scon, Big Red was working on Big 
Red Racing, producing it from the firm's 
new office in Southam. Itwas another 
massive title for the firm and was 
released in 1995. Fred says: "Vd written 
the map-renderer and editor for Tank 
Commander, and wrote a split-screen 
jeep-racing game demo using the same 
engine, Mark Neesam put a level together, 
nd it grew from there. It’s the last game 
that | can claim to have both designed 
and coded, There's a fair amount of 
programmer art in there too. Games are 
getting too big for that wide a job role 
these days, though dowrloadable garnes 
ook like reviving the idea.” 

Artist Brian Hartley says Big Red 
Racing was his first real 3D game. 

“Creating 3D models of the vehicles 
was something that has stayad in my 
memory. | used graph paper to draw out 
the initial design, then typed the relevant 
co-ordinates into a text file, Itseems 
almost surreal when you consider the 
advanees in tachnology aver the last ten 
years or so.” 

Domark, which had loved Tank 
Commander so much it bought Big Red 
for £300,000 of shares and £100,000 in 
cash, released Big Red Racing. But in 
1995, Domark was taken over by Eidos 
which wanted Big Red to produce Tank 
‘Commander 2. “That game was canned, 
says Paul, “It’s a real shame because 
as time went on Eidos kept forgetting 
we existed. We became more marginal 
and, as they bought more companies, it 
became clear that we were not really 
going anywhere. So | left” 

Brian recalls starting work on the 
ant-based Swarm Troopers following 
the Eidos takeover. "We moved to 
offices in what used to be « large 
Victorian country house but is now, 
sadly, a business park on the outskirts 
of Stratford-upon-Avon,” he 
says. “Although it was an 
amazing place to 
work, the 


[Spectrum] Gin te USA Be sireto 
wath ou fo" dangerous dogs and rampant 
Amavian fonts. 


projects that we worked on never really 
took off. The company expanded slightly, 
and work started on what ended-up 
being Assault Corps. 

“it was about this time Paul Ranson left, 
and Jon Cartwright took over as studio 
head. We then moved to premises on 
The Parade in Leamington Spa, where 
work continued on Assault Corps. Sadly 
things didn’t work out... l eventually left 
‘and joined Silicon Dreams in 1898." 

Jon adds: “The problem was Eidos 
bought US Gold and thus Core and also 
snapped up Domark, Big Red and Simis. 
Unlike the Codemasters years though, 
when we could produce more or less 
anything and they'd cheerfully release it 
‘on the grounds that the vast majority of 
it would float, Eidos weren't interested in 
anything we put together. 

Out of that spending spree, they'd 
got Tomb Raider, of course, which took 
quite a bit of living up to. We were in 
the slightly bizarre situetion of being 
paid by Eidos, but pitching our games 
to Mindscape and Acclaim, and having 
them pull out, often quite late into 
development. After rather too much of 
this, Eidos pulled the plug.” 

Big Red Software changed its name to 
Corrosive Software and Jon attempted a 
management buy-out to allow the team 
to finish the PC/PSone game Hard Corps 
with Acclain. tt didn’t come offand the 
Big Red story ended, many of its staff 
managed to get jobs with Blitz Games, 
which was run by the Oliver Twins. 

Still, one thing is for sure, the Big Red 
Softwere name will not be forgotten... 


GEAR UP! 


NEW GAMEGENIE FOR GAME GEAR. 


‘An adverttorthe Game Gear's Game 
Genie Viho sai chenters never prosper? 


The Game Gene nal tsglory. Nintendo 
\worentfans athe NES ant SNES versone. 


Big Reds 
anour Was 
eae infantous character, 
model 


CR ROLE 


NEW YORK 
WARRIORS. 

» With the year 
2014 and Newr York 
about to explode 


bom at the too 
oF the Werld Trade 
Center! — you 


on the role of a lone solider shooting 
his way acrass the city ina game that 
was snatched from the dead remains of 
Binary Design, Difficult and sow, it isn't 
a fine moment 


THE GAMES OF BIG RED 


SS PANIC DIZZY 

» Dizzy starsina 
puzzle game (one of 
many spin-offs for the 

of pep cherecter in which 
= en 
Ue shapes into the correct 
holes. Criticised by 
many for merely including Dizzy to 
make the g fly off the shelves, it 
is nevertheless worth a ty. Again it 
was also included in Dizay’s Excelent 
Adventures. 


WILD WEST 
SEYMOUR 

» Originally @ Feud 
style game, this Ww 
‘tumed into a graphic 
adventure and pitches 
asa folow-up to 
Seymour Goes 10 
Hollywood Se 
three acts, it was an easier deme 
its predecessor and also centred around 
Seymour being in the movies — the aim 
being to gel back missing eouioment. 
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‘ist 


and 


WACKY DARTS 

»» Ths game drought 
Big Red to the attent 
of Codemasters, 


With seven characters 

a to play against and 
alternatves to darts, including oulets 
and artows, this game is fun abeit 
irustrating since the collision detection 
's woeluly oor end can lead to some 
hairpulling re 


SERGEANT 
‘SEYMOU! 
ROBOTCOP 
>» A familiar souncing 
name marks this 
Seynour game and, 
as you can guess, our 
A lovanle characteris 
not only @ cop but a 
‘oholic ene at that. With an extending 
arm too, The aim of this difficult game 
'S 1Okil he bed guys within a ime limit 
order io pragress 


RXXKK KRM KKK 
XP OV Owe Ree 
KK « 


CJ'S ELEPHANT 
ANTICS 

9 On his way to an 
English zoo, CJ uses an 
umbrella as a parachute, 
jumps from a plane and. 
tends un in France. The 
aim? To get to Africa 
ties of jerkily scraling platforms 
svoiding predictable baddies and 
y sokes. It's colourful, challenging 
has a great wo-player option, Also 
Juded an Quatto Meas Si 


hoping 
to suck on the success 
of Mastertronc’s 180. 


Ss. MAGICLAND DIZZY 
»9 Taking over from the 
Oliver Twins, Big Red 
produced! its first Dizy 
game. Evil wizard Zaks 
has to be defeated 
in this 'oggs-celent’ 
game -if he doesn't 
hs Yolkfok pals wil be forever trapped 


Until the nasty one's spell. The addition 
of an energy har and the need to collect 
20 damonds adds to the fun. twas 


included in the Dizzy Collection 


SEYMOUR GOES TO 
HOLLYWOOD 

»» This is the game 
which began the 
Seymour series, and 
whata debut tis, 
Taking more than a 
lead flom Dizzy, the 
game is hot on puzdes 
bout with real-life references from 
Grease, The Wizard Of Ozand, er, Flash 
Boredorn. U's big game, and haid too, 
but worth narsevering with 


CJINTHEUSA 
99 Having got back 
10 Africa, Cd was 
faced with yet 
another problem. His 
brothers and sisters 
had been kdnanped 
and dispersed across 


‘America. So you have to help him find 


them It'sanother olatform title with 
imagination. From shooting peanuts 
to tackling American footballers, you'll 
soon eat up your rine ives, 


GRELL AND FALLA 
» How does your 
garden grow? In this, 
game, it's time to find 
out as you Try to keep 
the nsects away trom 
your lovely patch of land. 
Get Grel, a gnome who 
can kill those insects and Falla, a fun 
fairy Who Uses magic dust to nurture 
the perfect gard fun, cartoony 
it wes Big Red/Codemasters at their 
most typical 


SEYMOUR TAKE ONE 
» This cut-down 
version of Seymour 
Goes to Hollywood 
found itself nailed to 

the Amsirad Action 

and Your Sinclaircover 
cassettes and its a 
‘great came in iis Own right, Having none 
af the problems of the parent game 

— that being the sprawing ists around 
which Seymour treads. It got many 
people interested in the character, 


time classic games, 
Fred Williams: 
created the Game 
Boy version and it 
Fetains the variation 
and wackiness of the franchise, The 
top-down view and miniature cars 
enthraled @ generation. And with 21 
tracks and up to tour opponents to race 
agains’, you were saldom bored 
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TANK 
COMMANDER 
Think ofa 
brillant muttiplay 
tank sim and 
‘you get Tank 
c— ® Commander a 
game released by Domark. Play one of 
seven missions in a variety of settings, 
blasting your way through the scenery 
at speed with an impressive rang: 
weapons. The gaphes look dater 
butit's stil a major challenge. 


SPELLBOUND DIZZY 
»> With a whopping 105 
soreens, the fifth Dizzy 
adventure is a big, bad 
beast. Stonking graphics 
combine with rich 
gameplay and variety, 
and while at times it 

feels just a tad too large, it is packed 
‘with enough features to make it stands 
dand shoulders above the previous 
games nn the series, It was included in 
Dizy's Excellem Adventures. 


SINK OR SWIM 
Big Red Software 
loved the Game Gear 
whch is why it was 
only too happy to 
pont many games 
Toit, including Sink 
Or Swain, twas 

orignally relaased in 1993 for the PC 

but converted well to the Game Gear 
with litte magic lost, Kevin's attempts 
to save passengers are hindered by the 
fact they are so thick 

ey 

ils CE 


Saogs0o” Aber or ees] 


ecg BG RED RACING 
BEI») These quys 
must have been 
an somathing 
when they made 
this rang game. 
Aster al, pitting 
snowploughs againstsnow mobiles 
and throwing a whale host of other 


fat it worked and while the game 
doesn't often get spoken about today it 
sill hs & lot going for it 


‘SUPER SEYMOUR 
SAVES THE 
PLANET 
9 As possibly the 
S ‘worst Seymour 
eH game, Fanet locks 
and feels old. h'snata game youl 
etun toand neither is the premiseis 
not that original, but clear up same toxic 
was'e while collecting tokens around 
ach single-screen level. There is ittle 
to recorrmend as the game boests 
average graphies and sound, 


PETE SAMPRAS 
TENNIS 

» Another Big Red 
ort, also for Game 
Gear, Pete Sampras 
Tennis lets you play 
in either @ challenge 
match, tournament 
of world tour, You can also play Crazy 
Tennis watch out fora cameo Dizzy 
appearance, Fiddly controls ruin the title, 
which isa shame because it'sa fine 
game that demands go. 


STEG THE SLUG 

» Itrmay be sluggish 
at times but the 
premise is stil lat 
of fun and worth 
sticking with. Ten. 
levels, all vary samey, revolving around 
‘owing aubbles to catch crewing grubs 
in order for them to flout up and feed 
Stag's little slugs. It’s a chalange, that’s 
for sure —mainly because the difficulty 
level is pitched far too high towards 

the oncd 


WORKING FOR 
BIG RED 


Programmer Jon Cartwright says 
the days warking at Big Rad were 
‘among thebestof his ifea 
‘sew the firm grow frurn 
‘operation into a large-ish concern, 
"Our second to last office wasan 
‘old manor house an 16 acres next 
tothe river Avon in Stratford,” he 
says. 'Parhaps we had delusions 
‘of grandeur because it tuned out 
tobe pretty impractical ia the end. 
Sill, tre rooftop barbecues that 
‘we had @ few times were fun, 

He sayshis university was 
istinetly unimpressed when 
he said he was going into 
videogames and recruitment in 
the early stagoa was ravelved 
‘around emplaying frends or 
friands of finds. “To begin with 
progremming games at Big Rec 
Used to be one programmer and. 
half an artist— Pate —to a game 
‘and they took around six weeks, 
We literally threw a floppy disc to 
‘each other with content on. Itwas 
funny to see in just a few short 
‘years how many pecple and how 
feng ittookto make a game.” 


DROPZONE 
Big Red 
produced the 
Geme Gear port af 
this dlessic Archer 
Maclean game 
back in 1994. t's a 
scent cenversion, taking the Defender 
ces and using them well 2s you 
grab a jetpack and attempt to rescue 
and return a group of scientists from 
their alion attackers. It was good to see 
iton the Sega handheld 


= PRINCE OF THE 
DY YOLK FOLK : 
» With an evil voll 
having taken over 

the castle, Dizzy is 

d upon to save 

the kingdom in an 
adventure packed with 
puzdes, ‘You have to use your brain but 
there are anly 30 screens to get around, 
‘Short though itis, it’s one of the best 
Dizzy games 1b dare. It was incuded in 
Dizzy's Excelient Adventures. 


»| IREMS MR HELI 
) COMBINED CUTE 
3 VISUALS WITH 
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4 GAMEPLAY. GABRIEL 
= McGRATH LOOKS 


FORTAPOCALYPSE 
Version Featured: 
} Commodore t& 
yA Year Released: 1882 


VANGUARD 
Version Featured: Arcade 
Yost Released: 1981 fi 
a 


< 


CYBERNOID 
Version Featured: Spectrum 
YearReleased: 1987 


GALAXY FORCE2 
Version Featured: Arcade 
‘Yearfeleased: 1989 


}ONEY. 
Version Featured: Amige 
Year Released: 1982 


INTHE HUNT 
Version Featured: Arcade 
‘Year Released: 195, 


KY 
— 


Arcade 
Year Released 1999 


" oe ioe 
Gece arr sccgh every rons 


LAMIGA 
The Amiga version offers jerky gameplay ¢ cramped alay 
area, and inaccurate level designs, The music has been poorly 
remived, Srangoly, wi 
availabilty. And your axtra-large heath bat wile quickly worn 
down by respavining onemies, Amige Format gave it 52%, 


arindcatean item's 


anon shops ne lon 


4. COMMODORE 64 
The 064 version sharas the same problems as the athar8-ts 
|respawning ensmies, no shop availability ndistion) but fixes 
the delay in grabbing weapons. h's smooth and playable, wth a 
bonus Armaiyze-esque title sereen. Choose between musie or 
very goad sound effects. 


2. AMSTRAD CPC 
‘lore playable than the 16-bts, but frustrating. Da 
locks only explode in groups of fur. Theres a big cs 


ble cr not, Yotit 
praves on CBs audio, with simultanaous music and SFX 


5. PCENGINE 
Wow. Thisconvorsian is sofar ahead of theres, t's about i 
m.Graphics vary from areade perfectta ‘better than the 
arcade’ {Lovel ’s parallax rockwalls are particularly superb), The 
original's catchy music sounds triliant in stareo, But be wamed! 
Level2’s boss isa total %S*@! 


‘op th 


dar tothe jerky gameplay and cramped play 
araa ofthe Amiga version Like all carversions here (except 
°C-Engino) the Gold and Spy hols are prasont but dor't actualy 
asrform thaw expected furstions, The Garres Mucha awardoat 
is86%, stowving eithar generosity ra failure in asic ma, 


6.2X SPECTRUM 
Take outthe Amstrad’ colours ft’s manochrome] ancmuse 
sound effects oly) and yau have the Spectrum versian, Seme 
anermies require more missles t kl, bit exch fe naw begins 
with ¢ generous ive-secard shield. lhe Amstrad part's sins 
sare replicated ~maddenina delays, constartevilrespavmina, 


CYSERNOID 
Ready or another eitficutjourey trough 
colourful caverns? Cyberoidis the 
‘game fo: you. Mr Hes smoot scrling 

is replaced by Cybernoid ickscreen’ 
soroling. The latter offers more weapons 
(chosenusing keyboard number keys) and 
‘ations requring piel-perfecttiming. One 
of Cybarmoits other garnopay foatures 

fs tho uso ol Rick Dangoroue-tyo traps, 
‘Surpthase trons aron'tirvisibe, but thoy 
siti offer opportunites for sudden deat 
sa:rap locations must be memorised 
Whether this seen ass ‘halen 
*frestrationisup to you, Hewron’s classic 
{s easy find eppeerinaon af majar8-ht 
‘and 16-tthome computers, plus NES, 
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RETROINSPE 


RETROINSPECTION: GAME BOY 


RETROINSPECTION 


digital pad, or ‘D-pad! as it’s mare commonly knawn as, We ta 
ths interface for grented now but it was Yoko) and his team at R&D 
thet developed the concept; sensing that joysticks would impinge on 
@ Fandheld’s mobility, Yokoi concacted the D-p. ‘convoller 
thet wouldn't protrude fiom the casing of any handheld it was 
applied to, The concept also found its wey onto the NES, where it 

ul. The NES 


wes equally succes: 


Y and 
| nto ways it alowed NES owners (and there 
were: ent of tharn) to afferiassl pick up the play this tiny new 
portabl, and it also made it easy to port popular NES franchises to 
the machine. 

As the Japarese release de 
approached, Nintendo cantess 
fad high hopes forthe device; presider 
Hiroshi Yamauchi confidently predicted 
retwobsciowzmenane the Game 
first three years — quite a bod claim, th rb) 
the time. There might have been e war 


quite afew people thet scoffed at 
suich optimism, but when tha machine 


INFORMATION 


Year released: 1989 


Original price: £6999 
Buy itnow for: £5 


Associated magazines: 
GB Action, C&VG Go! 


nent, Mean effortlessly sole 300,000 unts in its [irst day on sale in Japan in 
Machines, Nintendo 1989, suich sceaticism seemed foolishly misplaced, It wes painfully 
Magazine System obvious thet Nintendo —and Yokoi — had struck gold ence again. 
Why the Gama Boy Software played a massive roe in this victary and na game is 
was greet. Ital ‘more sgnificant in shaping the Game Boy's history than the ultra 


addictive puzzle title Tetn by Russian programmer Alexei 
2ajtnov. Although this legendary title was already widoly available 
on PC at the time, its appearence on the Game Boy is arquably the 
son Why itis remembered so fondly today, CEO of Nintendo of 
America, Minoni Arakawa witnessed a demonstration of the puzzier 
ata trade shaw in 1988 and moved quickly to ensure that Tats 
would become the Game Bay's first ‘killer app’. It was included 

@8 4 pack-in title in every region except Japan and would become 
instrumental in cementing the consoie's reputation ese ‘must-have’ 
‘gadget in the US, where the inital shipment oF ane milion consoles 
sod out within a matter of weeks, 

As was tha case with the Game & Watch, the Game Boy u 
LCD technology, but instead of etatic irnogos it boasted a ‘dot 
matrix’ screen and could therefore display 160 by 144 individual 
pixels. t was monochrome, lacked lighting and could only dis 
four different shades of grey, bu 
2sons why the console was stich 

the machine was irorecibly snemay 
he time, and although it's rumoured that s 


ve portability ir 
en manu 


were 


seemingly faling over 


themsalves to produ 
ttery-hungry bi 


d 


iy 


herdware the world has 
5 


ever sé 
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46 Battery life helped 
2 frat a 


Where do 
you play 
with yours? 


In public? 


executives put pressure on Yokoi 
to adopt @ more visually impressive 
colour sereen, his approach was 
Lutimately vindicated when rival 
manufacturers released their ful- 
colour, backlit portable mach 
conta the market shortly after Nlint tandhold launched; bat 
life was dismal and this fecior undoubtedly helped the Game Boy 
to win the war. "Kids hate replacing batteries: it requires having to 
ask your parents for something,” chuckles Dylan Cuthbert, former 
Argonaut employee and Managing Director af Q-Games, "The 
Jongera rachne can run, te more people anjoy themselves and 
want to play more games on it.” 

However, while it was easy on power 
consumption, the Game Boy's simple 
screen wasn’t adored by everyone and 
even at she Ime there were rumblings 
of dscor 8. Fa 
moving objects were inoredibly hard to 
see, which made some gemes difficult 
10 pay “You didn't want ots of the 
serean to have a lot of detail that was 
moving continuot explains Rar sutherland, “It mean 
keeping the beckgrounds painer or ensuring there were pauses 
inthe scrolling. Objects like bullets had tobe made lerger, or with 
significant outlines so that players cauld more easily spot them. 
This prol Nn was amplified by the fact that the screen functioned 
best when viewed in drect light; [0 tackle this problem @ wide 
of bolt-on poriphoral ides 
light sources but also magnified the display, The usefulness of such 
ss Was questionable et best; when installed they rendered the 
Same Boy disiincty ur-portable. 

More software followed, with early hits such as Supar Mano 
Land, Baseball, Castlevania Il: Belmont's Revenge and Contra 
helping to keep interest in the console high, Just had been the case 
with the @-bit NES, the Game Boy enjoyed a superlative degiee of 
third-party suroort with all of the big names in the industry backing 
console with their software. Konami, Square Capcom, Irem 
ard Hudson —as well as plenty of other publishers and developers 

all pledged to support Nintendo. This reou 0 of 
software and made it very hard for rivals like Atari and Sege to gan 
a foothold, despite their more technically powerlul Lynx and Game 
‘Gear hardware. 

As the years rolled by, the populerity of the Game Ray remained 
buoyant while rival handhel by the wayside. This suc was 
no doubt assisted by quality games such as The Legend Of Zelde: 


nt over its blurins 


ve ‘were developed that not only 


jod in an avalane! 


Link's Awakenirg, Super Mario Land, Donkey Kong Land anc 
Metroic Il; Retun Of Samus, However, itwas the Jepanese release 
of the first Pokémon title in 1996 that catepulied the Game Boy into 
hitherto unchartad realms of commercial triumph. Sadly this second 
‘wird was something af a double-edeed sward for the monachrame 
‘marvel, It resulted in Nintendo looking into successors for the aging 
hardware (although without Yoko's help —he had left the firm in 
disgrece after the fare of the Virtual Boy and would eter meet a 
‘Tai end in a road traffic accident), and the frst baby steps were 
made with the Game Boy Pocket in the same yaer that Pokémon 
made its Japanese debut 

Essentially 6 scaled-down version of the machine that koosted 9 
shemper screen and ran on two AAA batieries, the Game Boy Pocket 
revitalised hardware sales and was a much-needed aesthetic update 
‘which kept the console relevant in the increasingly fasnion-conscious 
PlaySterion era However, ansther upgrade wasn't far off and this 
time Nintendo would enhance the concept far more convincingly 
— the Game Boy Color delivered the bright and attractive visuals that 
fans had keen clemouring for since the early Nineties and although 
the machine was based heavily an the existing Game Boy tach 
{itwas even backwards compatible with existing black and white 
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With ie Game Boy, ou seul nea pay your 
(gamma arywhre, lor or with rnd 


RETROINSPECTION: GAME BOY 


] 
This Gime Bay was wed by a US 
‘sti and damaged inthe Gu War yt 


‘il coninyesso funtion sd io dsglay 
tne Netendo World Stoein New Yer 


iam ane Com 


» An avartior a's Game Bay corversins ot F-Typ and King Fu Masta 


software), it essentially spek the end for the original brocze biock’ 
ve'sion of the machine, As the Color variant gained popularity, over 
50 millon of its monochrome siblings were ralegated to the back of 
drawers ard cupboards the word over. 

Given tha massive popularity of the Game Bay 


ding 
programmers with experience of creating so‘twete for the rnechine 
is lke shocting ducks in a barrel. “I first encountered the Game Boy 
the first day | started working at Rare back in mid 1989, end it F 
evan been released then, so tt was definitely a surprise,” recalls 
ind. “Although the onginal looks a bit bulky nowadays, back 
then it seemed impressively compact 

However, in those eerly days, coding for the Gaerne Boy wasn't 
exactly 8 walk in the perk. "Pert of the challenge in developing for 
Geme Boy was that there was limited documentation; it was usually 
some very basic hercware information that was ‘renslated from 1 
Japanese," continues Sutherland. Thankdully the CPU that pewered 
the portable was atleast known to programmers. “At the Game 
Boy's heart was a castrated 280 — a CPU | was very familar with 
jectum and Amstrad CPC," explains Jon Ritman, the 
legendary coder behind Head Over Heels and the superlative 
Manster Max cn the Game Boy, "They had taken oul a few 
useful features such as the 16-bit instructions ard 
thoy had a'so removed most of the registors 
The memory wes paged in and out to give . 
{you access to a lot of memory ~ fer more 
‘than a Spactrum could address — but the 
paging could be hard te manage. However, i: 
‘was great that it had far more memory than! 
was used 10 

Explaining the inner workings of eny 
games machina in lay tarms is tricky, but 
Rere’s Machacak is happy 10 run through 
the basics. “Ii boasted very simple scraen 
architecture with a singio cherector 
mapped screen thet you could scrol, 
he seys. “A small bank of characters 
for background, a similer size bans for 
sprites and a third si 
shared between background and 
sprites. We were aways fighting 


+ Site hanle 


“PECTION 


with that one because it wes a juaging act between optimising 
the background enough to free up space to include the sprites 
you needed, Just to get this juagling in perspective, if each unique 
character available in both of those kanks for the backgrounds 
were only displayed once on sctaen, you'd only fl @ quarter of the 
Visible screen space, Just like the NES, you really had to use a lot 
of repeated cheraoters to fill the background. If you were doing a 
big long sorolirg level with lots of unique scenery then mos 
amounts 0% downloading to the banks had to take place. " 
Many programmers found that working on the Game Boy 
was preferable to coding for other popular platforms, including 
its domestic brother, the NES. "I leaned to progiam on a 6502 
processor system, rapidly switching to 280 cnes befare joining Rare 
in 1988," remembers Machacek. “Working initielly on the NES 
brought me back to 6502, but the Garne Boy allowed mie to 
retum to 280 which | preferred. In some ways the Game 
Boy seemed e step up ftom other systems | had used; the 
‘Amstrad CPC 464 had no sontes and the ZX Spectrum 
which | love to bits had attrioute problems. Aside 
from the lack of colour, it was a very similer format to 
the NES that we were alieady working with,” In fact, 
the machine’s four-shace greyscale screan was seen 
as a bonus by some programmes. “! had been 
meking games for the Spectrum that were using 
the screen as just two colours, so monochrome 
didn’t phase me at all," comments Ritmen. “Four 
shades was heaven ‘or me —it was two more than | 
had been using on the Spactrum|” Over time various 
tricks ware developed in orter to wark around the 
shortcomings of the display. “We were very clear that 
Sprites needed to stand out clearly from backgrounds, and 
‘the backgrounds would blur a bit when you scrolled quickly due 
to the lag on the display,” says Machaoek. “Efforts were made to 
give imporant sprites, |ka the player character, song outlinas to 
help delineate them from the rest, though.” 
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9 CAVG produced On the audio side of things the Game Boy offered en edditional 
suppomentcatesGolst challenge for coders, “The sound chip was interesting,” comments 
‘wa devoid to hands 


Cuthbert. “It had a ‘use: wave table’ of something cleft lke 20 
eniries, each of which was 4-bit, so if you could refresh it quick 
‘enough it could play sarnpled 
sounds, albeit very low-res 
samples. It also had e more 
regular FM-style chip anda 
noise generator” Getting the 


imechines wits he Gare Boy 
beng the main focus. 
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TANT EXPI 


‘The Game Boy isn’t 
actually tha first machina te 
use interchangeable game 
cartridgae — Milton Bradioy 
Microvision, ralansed 
decade before in 1979, has 
that honour 

‘The Game Boy version 
of Totrishas shifted an 
astonishing 33 miion units 
‘worldwide — although this: 
includes all copies bundled 
with the machine itself 

The link cable alows 

sim mnultiplayar 
garring, out ithhad other 
ane — for example, 
Pokémon used the cable 

to exchange data botwoon 


game packs 
‘Over 450 million Game 
Boy games have been sold 


during its lifespan 
Although the Game Boy 
hasa reputation of being & 
‘systum aimad at youngor 
gamers, Nintendo's early 
Strategy wat to target alder 
Users, and the first adverts 
rollocted thie stances 
Nintendo developed an 
accessory called the 'Work 
Boy ‘which featured a mini 
keynoare anda carmidge 
that held programs such as 
a calendar, measurement 
‘conversion tool arc a phone 
book, It was never raloased 
‘The four AA batteries 
required by the Gama Boy 
proviele roughly 36 houre of 
play time 

One of the mast creative 
peripherals released for 

the system was the Game 
Boy Camera, which allowed 
‘sors to take 128x112 pixel 
black and white shots, and 
then print them out using 
the Game Boy Printer 
Famous Game Boy 
‘owners include Rabin 
Willams, Vanilla Ice, Will 
Smith, Bruce Willis and, er. 
Danny Baker 

As adapter vias 
also released which allawed 
‘games te support more than 
2 players; linking several of 
‘these upellowed 16-plaver 
skirmishas in Faceball 2000 


SYSTEM 


CAMERA 


ad-en enabled you to take grainy monochrome pictues. 


mast out of this humble setup was no casy teal. "The engines 
at Rare dabbled with the basic sound effects that our own wave~ 
based audio system could supply,” recalls Machacek. "Most of 

the engineers at Rare didn’t understand it that {think Mark 
Rattaricge was the only ona of us that really knew haw ta get 

the sound he wanted. Later on we did incorporate some sound 
sarnpling into some titles and were able to play beck low quality 
sampled eudio for specific punoses.” 

When coding for the Game Boy, many developers found that its: 
similarity with the NES was immensaly beneficial, “It was obvously 
@ little less powerful, but many tncks we used on the NES trarslatad 
well" recalls Machacek. "Heving pseuds sersiling screens by using 
«4 repeating cheracter pattern in places and downloading a repeating 
‘texture’ to them that appeared to scroll was often seen. We always 
cremmed in lots of carefully med parallax scroling effects 25 well 
Accass to the video RAM was limited, and the space for charectars: 
and sprites was smell, So you constantly had to download artwork 
10 the video RAM but could only do a litle bit per frame. Trying to 
super-optimise your downloed code so thet it wasted no time 
and shifted as much data as possible realy paid o'f. | think. 
between judicious use of H-Blank as wall as V-Blenk 
downloading | managed to shift about 24 cheracters per 
freme, which allowed us to do the sert of animations 
‘that appeared in Donkey Korg Landin 1995.” Based on 
‘the groundbreeking CGlencered SNES hit Donkey 
Kong County, this highly enjoyable plstformer is 
arguably the title that puishod the original Game 
Boy to tis absolute limits, and Mechacek is proud 
of what he achieved, “I deliberately sat down 
‘and spent three weeks doing nothing but engine 
‘work to getit toa point that ¢ could hande anything 
we threw at it," he remembers. “At that linne many games 
were downloading about six to eight characters a frame 
40 the video bank and Donkey Keng Land needed much 
more than that with all of the rendered artwork it had to 
drive. | do know that my lead artist got fed up of weiting 
for me so finish this work! It was techy stuff that was 
invisible to him, and you have to understand that thrae weeks 
to write an engine seemed like an age when we had put 
out the Game Boy version of WAVE Superstais in thres 


Just Don't Smile When They 
Say You're Grounded. 


» Th Game Boy a campaign pucod al the ight buts. 


6 perfect marriage of Tetris and the 
Game Boy found a fear audience #9 b] 


PAULIMACHACEK, PROGRAM MANAGER, RARE DESIGN 


months fiat— including “esting ~2 couple of years eerier. But he 
Donkey Kong Land engine was able to shift 24 characters a frame 
hy the end, and suddenly we were able to drive a lot of rendered 
artwork. | don’t think anyona compleined after that, especially when 
it sold 4 milion uri 
Having played en integral part in the suecess of this near 
legendary console by coding some of its mast memorable titles, it 
seems almost churish to ask tham whet made the Game Boy so 
popular, but we'll do it anyway. “In the 1980s there were plenty 
‘of dedicated handheld, battery-powered gaming machines,” says 
Machacek. “You'd buy a Space Invaders handheld, or a PacMan 
one, of whatever, Here we hada single device that you could buy 
lots of gernes for and carry them all around singly. It was far 
superior to those other machinas in every way and aven 
came with multiplayer capebility if you had a cable, 
Traditional gamers were now on the move. But at 
‘the seme time, that perfect marriage of Tat 
the Game Boy found a new audience that weren't 
necesserly into games, and didn’t even realise 
probably thet you could buy nore games, but simply 
bought the ‘tay thet plays that funny little blacks 
emme' that their iriends had, Unike home computers 
and consoles, the Game Boy could be taken to school or 
offices; combined with the low price, this was enough 
jor non-gamners to get sucked in tao,” The legacy of the 
Game Boy is considerable and some insist that Yoko's 
design deals continue te influence Nintendo's thinking even 
ei's philosophy hes continued with 
." states Sutheriand, “The lower spec ard price 
point meant it has a larger intial potential aucience, 
although remember the games are always what 
actually drive the sales — that’s why peaple 
buyit, not because of the harcwere. Tetris 
was to Game Boy what MMi Sports is 10 Wii.” 


“There's nowhere yu can play i 

ths pi advert once agah cont 

thet the Gamo Boy wastaryeting cool 
garers reer than kes 
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There's aworying number of licensed platiormers on Nintendo's handheld, but albo a lat of genuine gomns. IF youre 
thinkng of buyinga machine or adding 1o an existing colection, make sure you at leest own the folowing 
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THE LEGEND OF ZELDA: LINKS 
AWAKENING 


» RELEASED: 193 
>» PUBLISHER: NINTENDO 
»» CREATED BY: NINTENDO 
»»BYTHESAME DEVELOPER: FZERO 
()] Steset ees ectecnnicta (ras 
equivalent of finding Eocby Ewing in the shower, this 
charming adventure remains one of the Game Boy's hest 
tiles. Sat on the ised of Koholint, Link's Awakening has 
the inven acventurer trying o awaken the mystical Wind 
Fish. His trials take him through some fantastically cesigned 
dungeons, see him batting some impressive bosses and 
generally meandering around  beaubily cetaled works 
The lack of certain Zelda laments ~it's not set in Hyrule 
and Ganon is nowhere to be see) ~ may upset some, but 
you'l be dong yourself a grave dssservice f you tum your 
nose up at Lirk's first portable advernure, A trus ‘classic 


R-TYPE 


‘SUPER MARIO LAND 


BILL & TED'S EXCELLENT GAME BOY 
ADVENTURE 


RELEASED: 791 

» PUBLISHER: LIN 

> CREATED BY: BEAMSOFTWARE 

> BYTHESAME DEVELOPER: TRANSFORMERS ARMADA 

(12 art oer ae tr sori ih 
2 cheap cast-in at the expense of whichever movie 

thayte based unan, Noborly passed this information on to 

Beam Soltwere though, for which we're eternally grateful 

Payng thea Ninetes undate of Chuckie Egg, BATEGEA 

is quite frankly fantastic fun and should be sought oust by 

anyone with a love af patformers, Yes it aoks ncvesibly 

base, but thecunning lavel design, incredibly tight controls 

and overall slickness mare than make up for its aranhicel 

shortcorrings. Perfect proof that you don't have to be 

Nintendo or rely on wel-known videogame stars in order to 

make @ genuinely excelent (sorry) portable platformer 


POKEMON RED/BLUE 


» RELEASED: 991 » RELEASED: 1987 ss RELEASED: 19%, 

» PUBLISHER: REM >» PUBLISHER: NINTENCO »_ PUBLISHER: NINTENDO 

> CREATED BY; EFTSSTUDIOS CREATED BY: NINTENDO »_ CREATED BY: GAME FREAK 

> BYTHESAME DEVELOPER: » BY THE SAME DEVELOPER: » BY THE SAME DEVELOPER: 
LASTACTIONHERD DONKEY KONG. MARIO & WARIO 


0 Although superseded by tho 0. 
incredibly polished F-Type DX, 
this terneins the best bisster on the 


Its successors certainly 
boasted far more spit ard 
polsh, tut in terms of fantastic 


0 By the time UK gamers were 
able to sample the delights of 
Geme Freat’s ridiculousty absorbing 


Game Boy. An astonistinaly polished 
Port, A-Type looks and sounds 
amazing due b lis accurately drewn 
sprites — fight down to a near perfect 
Iminiaturised version of Dobleratoos 

~ and impressively authentic muse, and 
plays like-a proverbial cream. Yes it’s 
Just as annayingly tough as its arcade 
parent, but the stunning level design, 
‘exceationally constructed bosses and 
addictive gameplay will keep brirging 
you back for more. I's one of the 
bestarcede norts the Game Boy ever 
had and is.@ must for shootem-up 


‘gameplay hardly anything else on the 
Game Boy comes close to Mario's 
tirst handheld outng, Bowser hes 
been reolaced by the sinister-sounding 
Tatanga while Luigi and Princess 
Peach ate nowhere 10 be seen, but 
don't let that put you off as Super 
‘Mero Land's as good as anything 
‘that apoeared on Nintendo's nome 
systems thanks t9 its cleverly 
designed levels, perfezt controls ane 
polishes gamepizy. 'Vario aven tinds 
‘ime to ump into a sub and plane for 
some fun shmup action. Asuperts 


RPG, both Pokémon Recand Blue 
had aleady been available in Japan 

for three years! The lengthy welt wes 
swell worth it, however, and while the 
series has since gone on to become 

@ global merchandising phenomenon, 
it's important to remember that Geme 
Freak’s first two games ware as 
ceptivating as they were original. Full 
of charm and recapturing the trading 
card craze that used to sweep schools, 
Ittook@ serious amount of patience | 
and stiategy (net to mention 2 few 
friends) in order to capture all 151 of 


fans everywhere, 
RIOx01 WORLD TIME 
3650 24 i-i 3a 


plattormer that sold 18 milion copies. 


Game Freat’s ute citters. 
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METROID Ik THE 
RETURN OF SAMUS 
»» RELEASED: 1992 
PUBLISHER: NINTENDO 
) CREATED BY: INTELLIGENTSYSTEMS 
»» BY THE SAME DEVELOPER: 
ADVANCE WARS 
OG ee oma 
generally considered to ba 
‘one of her worst, but we'd have to 
dseqtee Sure the graphics take a hit 
on tha Game Boy's tiny sereen, and 
the environments are blanc as Fell 
butit's tne gameplay tat matters 
and The Retum Gf Samus delivers: 
in spades. Huge and sorawing, 
rewards exploration and exmends on 
the gameplay thet made the original 
Matrox so enoyable, Add in some 
impressive boss fights anda more 
rofinad Samus who's ter eesier to 
control than har NES counterpart and 
the resut is 3 wonderful adventure 
‘that lust keeps on giving. 


CASTLEVANIA II: BELMONT'S 
REVENGE 


» RELEASED: 199) 
PUBLISHER: KONAM! 
»» CREATED BY: KONAM! 


es, 
42 


Ee? 
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» RELEASED: 1909 
PUBLISHER: NINTENDO 
» CREATEDBY: 

BULLETPOUFSUF IVA 
» BYTHE SAME DEVELOPER: 

‘YOSHI'S COOKE 

With Nintendo now being 

O7 tievesineseioasa ‘gaming 
due to the Wil end DS ersnaring brand 
haw gamers, It's Basy to forget that 
itmanagec to do exactly the same 
thing with the Game Boy and Tetris 
Everyone from your best mats to your 
granny was playing Alexei Pajcnov' 
Clessic puzder tack in 1989, no doubt 
helped by the fect that it was bunded 
with the Game Soy. Worrying y 
adgictive and scorting that ‘one more 
go’ factor, i was a true kiler app for 
the machine and proved shat you 
didn’t need flashy graphics or even 
‘coloLr ta captivate the masses. Justa 
damned gead game, 


FACEBALL 2000 
RELEASED: 171 
» PUBLISHER: 

BULLETPROOF SOFTWARE 
> CREATED BY: XANIM SOFTWARE 
> BYTHESAME DEVELOPER: GATO 
(1Q hat do vou ae nto you 

cross forum emoticons with 

Doom? Tris cem ofa frstrerson 
shocter stil looks astonishing on the 
Game Boys tny screen, deseite 
its sow pace.A port of the Atari 
ST's Mi Mae, Facebal! 2600 can 
Support death matanes for upto 18 


players, The solo mode is e'fectivaly a 
a take on 3D Monster Maze where — 
You nave to guide your HAFPYFACE — 
(Holographicaly Assisted Physical — 


Pattem Vielded For Active 
‘Computerised Embarkation) through 
70 increasingly complex mares, but it's 
the multiplayer whare Faceball 2000 
uly shines. Of course finding 18 other 
players may ba a litle Wieky new. 


KIRBY'S PINBALL LAND 
> RELEASED: 1971 

> PUBLISHER: NINTENDO 

> ORFATEDRY: HAl. | ABORATORY 

» BY THE SAME DEVELOPER: 


» BYTHE SAME DEVELOPER: MYSTICALNINJA 
(a aac cre bey sateen nse oe nbyn? 

tha godawsful original, then dart be put off by this, 
sequel, Realising whata hash it had made wt the seria 
first porteble debut, Konami wert beck te the craving boars, 
meaning thet Beimont’s Revenge is not only worthy of the 
franchise but easly cna of the best examples of the geire 
1b be found on the Game Boy, Although there are only four 
levels, they're exviemely large in size, brifanthy designed 
and feature a range of familar enames and bosses. Auto 
is a0 imatessive, easly matching the excellent tunes thet 
appeared in the NES games. In short, an essential addition 
to your Game Boy lorry. 


ADVENTURESOFLOLO 
Os samnch 2 dete nominating ne esate 
Revenge Of The Gator here — aso by HAL Laboretory 

‘out Kibyis just the better pinball gam, Faaturing superior 
physics,» tote of hrea cffarant tates t batt on ~ each 
‘with Rts own mini-game —and some extremely lush looking 
visuals, Kity’s Pra! Lard's a great its til that will 

bing out tho sccro attack find in ovoryon. Tha lack of 

‘2 muitiplayer mode is a little annoying, but this has been 

put together with s0 much care and attention th i's 
impossible not to love, Worryingly aid snd Koy 10 
give you extremely sore thumts, it's another essential game 
‘that your Game Boy shoulin’t be without, 
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: The Making Of 


With Resident Evil 5 now available, Shinji Mikami 
describes the development of 1996's seminal first Resi 
. game to Retro Gamer’s Jonti Davies. Scary stuff 


‘»[PayStatin] Bioodng and esmosphenc...fs amazing to ink 
by kas. Ara example of a newmar gari being 


thatthe ists mantis of fase Eas handled soley 


by one marisa 


Mikamiis 2 very likeable 
NQ guy who is not afraid to speak 
a bis mind. For a start, he says, the 
D Resident Evil tite is a “stupid” 
‘one, The Western title for his made- 
In-Japan horror epic is, he reckons, 
completely nonsensical. (Capcom 
‘America proposed the Anglicised term; 
Mikami had no say in its selection.) 
Biohazard, the series’ original Japanese 
title, is the only term he will use as 
wediscuss the games, And that's fair 
‘enough: after all, he is the creator of 
Resi- sorry, Biohazard, 
*Biohazerc's starting 
miyboss at the tine — Fujwara-san (Touro 
Fuiware etal manager] - told 
moto make a herrar title using the game 
system of Siveet Home” Mikami explains 
wes a minor 
hit for Capcom on Nintendo's Famicor 
at the end of 1989, itself videogame 
@ horror Flick 
feat Hoy 
dare fi Bio! 
opening sequences are ited ror 


intcame when 


adaptation of a Japanas 


Is batween Si 


Sweet Home, wile some of the games 
te unfair 


yet it woul 


MORE 


Shinj| Mikami worked By 
‘planner’ on this charming 
Disney-licensed 2D platformer. 
Its par for the course, really, 
but the lush graphics and 
od level design Ge 
fora game n 
ill be enjoyed today 


settings are share 
to both 
Bh 


ick at turning Disney properti 
into entertaining videogame far 
Mikami had been promoted to 
the role of lead game des 


that only ass 


many new ideas to the table to be written: 


5 nothing more than a homage. Stil, 


Jenying that it drow inspire 
certain aspects of that old cassetta 
My fir Mikami recall 
create something that could provide th 
isement park's Haunted, 


House, at home. For me, the things I've 
always bi yed of the most ere ghos 
so | was corsideiing producing @ game full 


of evil spirits. Thinking about it though, in 
the capacity of a game, there woukin’t be 
any real feeling of exhilaration if you we 
shooting at, or attacking) ghosts. When 
| tealised thet during the intial planning 
nt, | deciced to scrap 
ard find a different type of 


stages of develop 
the ghost ide 
enemy threat 
With the notion of a Hox 
horror game ditched, Mikerni w 
the dreving board and sketched a 
yet equally scary, proposition: "| ended up 
realsing that the game's enerries needad 
to be monsters c 


ice 


House-styvle 
t back to 


me ¢ 


scription, as 


BIO! 
IEAE We 
=) 


1c 


DICHAZARAD WF HE-OR-DRERH FO 


the time he was given anather 


cn this Reside 


ner, 
Troop barraws heavily 

A Link To The Past, but 
res its quality 


»[PlayStatioe) i ry ound fet 
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: ; 
Mikami worked as producer 


Jurassic Park and, surprisingly, 

itwas nowhere near as bad 

as its hodgepodge 
ted it could be. Definitely 
a play through, 


sapeth Only Hideo Koj 


Metal Gear rani cnesclos 


humans in form, rat 


than spirits. Yes, | thought zombies! At 
that time | recalled the film, Dawn Of The 
loved that film. It was unfortunete, 


a8 far as the audience was concerned, that 
they coulkn’t survive; but with a game, the 


players could use ther own techniques and 
thinking order to sufvive the expenence 
| thought that this difference between 
horar games and horror moves could 
be something wonderful. That was th 
moment whan | conosived Biohazard. 

It might sound as though Mikami is being 


‘8 sfot egotistical in clairring the 
was his alone, but i'sentily tue 
st six morihs of development, 

expbins, ne ‘tear Sikmanths 
down the line Iw 
plarner, bu 


joined by enather 


fter three months of 
ment work 
on enother project. From monty nine 

he number of 
«ad t0 15; and from that time on, 
the tearn gradually increased in, number 


sonnel suckdenly 


incre: 


A DANGER 
BANHRU 


This underrated GameCube 
classic was directed by Shinj 
Mikarni as partof his and 
Capcom's drive to support 
Nintendo's last ‘traditior 
I's frantic and 
that continues 


noept 


lt Bs cube soe cortols, fe dracon cutscenes was absolutely 


IN THE HNOW j 


RESIDENT EVAL 


» PUBLISHERS: CAPCOM 
-HOUSE (PRODUCTION 


» EXPECT TO PAY: 


Another unfairly dismissed 
Shinji Mikami game, God Hand 


up/ad P 
the kind of outlandish, bizarre 
move sets that you'd mast often 

30 na Suda 51 prod 

irky, butso much fun, 


AU oF 


RIS REDFIELD 
Mikami’s favourit 


Biohazard 

protagonistis Toac Sil 

also, laughs, fy Gar cosy noid 

quite ugly and her ov 

not particu aly rabid zambifiog 
aL Fut thors | id the lke 

the wey he 

wos designed, 

and Chris 

Refi 

agzinstthe 


tenting 


to carry aton 
of items while 
picking locks. 


“ until, owards the 
we had more than & 
Biohazard. On the plamingidesign sce 
things, [Hdek Kamiya, [Hiroki] Keto and 
{Kezaunon) Kado w rembers 

=the founderions. In the graphics department 
un] Takeuchi looked after charac 

| animation, and [Moto] Fujita and {pei 

Masuda were lergoly responsibia for the 

background ren raring 

system aly down 

4 to fas Kare 


core 


fering, P 


sho} Anpo. [kK 


neplay features, [Kiyohike) 
po 


‘Sakata on in- 1 Bvents, and [|py 
i Yamada on scund 
Once the cantra team had been 

iblished, Capcom's Production 
about turning Mikam's ideas into 
ealtes. An oaty build of the 
, 3 srouide 

system simier to that which would eventually 
: be used in Resident Ev 4 burt soon 
5 became abvcus the PiyStetion harcware 
y was not up tothe task of managing suck 
ambitious design, (At tea: didn't appear to 
be capable of such feats back in 1995.) 


quick s 
tangible, playable 
me featur 


an overth mera 


a STL 


BARRY BURTON 
Good old 
Barry is Jills 
reliable buddy 
F throug! 
urse of her 
adventure, His 
‘eomedy one. 
liners (intentional 
or otherwise} 


CHAMBE: 
The 2% 

nurse charact 
capable of 

restoring peop! 
to health and 
stirring chemi 


g sential 


nati 


kind of naggingly 
suspicious guy 
coneactions, who you might 
eventually 

becomes 
playable in Batman V 
series. The r 
ameen shot, She er 
easily popping 
bullets in putrid 
zombie flesh. 


isup 


supporting 
Chris during his 


aint re 
Mikami modestly ad 
incredibly difficult ‘0 produce the game for 
the PlayStation haw. then. Initially 
prod 


It was 


had quite specifically requestad a horror 
game, Mikarni termined to 
zn something that would fir 


afull3 


it Was intencied to be 


but we had to give up on that ioea and iteraly) scare players to death, 
modify Bil Use pre-terdering: i First of all" he says, “| began by 


-oming un with @ scenario that had an 
ene.atmosphore. The citically portant 
ithere wes to creale a World where 
you couls see some evidence that people 
had been living there, and then ntroduce 
zombies so that players would happen to 
very cifficuk to manufacture the meet them within that kind of environment. 
scters while reducha their polyoon The game's opening scene and serigti 
counts to a reasonable level’ neatly emphasises how Mikemi would 
The “overabilty... set about achieving his gos; before il 
Mikami speaks of is likely a euphemsir Valentine takes her first D-pad-quide 
for the nctonous clunkiness (pre-RE#) her scenano, some scrappy pisel 


we hadn’t done that, it wou 
impossible to propory 
the game, For that re 
pre-rendered environ 
became exceptionally good, though 

operability was sacrificed to acheve th 


have bean’ 


my plans for 
the switch to 


ewe 


that 


ome 


the charecters! meverment, with navgation tone: "They have escaced 
of pre rendered ervironments tied to an into the manson... where they thought it 
vkward D-pad contra system where left’ was safe, Yet...” Fortunately, not all of the 


atonal inputs and up/ building devices used in Bioha 
ed a sirict forwarrisfbackwards were quit so.crude The door-opening 
motion. Controlling Jil and Chris was the scent linked rooms together wi 


adventure o deli restrained ~a door, a black 


ime equivalent of steering 2 


Tiare. ar ary Whar taro rat boli wach wir ip ya charhig howling bad SRIOGOE Ora humariy 


» [PlayStation] ser vay be getting on now, tue vera aspects fits design sill marage to apres 


abyss of a background, and the cleanly 
sampled sound of a handle bing tured 
— and Were extremaly @ 


tivain boosting 
bot the player's fear and enticination leve 
‘Another significant area was to ensure 
that.a sense of fear would be generated by 
the events in the game,” Mikami continues, 
“The motivation for ths was that | wanted 
to shock playors with the porter 


iming of 
while alsa having strong contscl over 
ity, 50 that the fear ‘actor 
reinforcing there 
such as the ambi 
‘moans nd their footsteps as ornens 
throughout the flow of the game. Even i 
you knew before kooking round a corner 
that a zombie was going to be there, we s 
up blind spots so thar players weuldh tbe 
able to see the zambies [immediately] and 
that in turn produced an uneesy fealing thet 
caused players to feel atid. | remember 
thinking if the enemies were only scary 
because of the possiality of ‘game over; it 
walt be sufficient forme to reach my 
god with Biohazard There had to be more 
to it than thet 


We used featur 


+ [BeneCbo] Si Mic] was atte bu working on Hi 


emake soe oe nest arcu and ifr beta than the Cobe sequelsthat lowes 


“| WANTED TO SHOCH 
VING STRONG CON 
MAM HAD EVERYTHING PLANNED 


Intriguingly, Marri says that Biohazard 
coud even have adopted a humorous engle 
(asin genuine, planned humour —not the 


in Englst-lenquane trans! sme) 
were it not fora lack of develoament time, 
1m the panning stage,” he reveals, “Ihe 
come up with anidee:fer a method whe 
the game could switch to being a comedy 
after the third week of gamepby. | ended 
Up discerding the idee when it b 
apparent thet it wolls take an unr 
amount of ime ta implement. | pers 
fol that the horror and comedy gen 
many things in commen and were very 
dlosely Inked. | think f'dhad a chance to 
experiment more, the results could have 
been really entertaining,” 

Rogerdlass of Miami's deision to nct 
tum Biohazard into the videogame e 
of Scary Movie (probably a wise decision), 


ce Bamba. Ha abeoqione 


‘[GemaCibo] Ravi: Evia wallh own forte shock rom 


* PlayStation You 


PLAWEF 


rcr 
TROL 


his vision of how he wanted the game to 
bbe was largely realised. “Top of my lst 
favourite things about Biohazart)," he 
i how we wore dole to roalise a 
kind of scariness that woUld automaticelly 
put players on edge, eve ‘out them 
it) was also 
graphics 
looked r€al, Anoth 
mi favourite aspects was how the sound 
effects anc music would make the player 
el intimidated. And, of course, | was 
very pleased with how we pres 
zombies in the garne.” 

‘Allof those elements - andothers, such 
as the consistent and satistyng lif tle 
quant) puzzles, the itenvlocation tasks, 
the excellent FMV cutscenes and the 
associated charismatic vais acti 
game ret combined 10 produce 
an experience that was a ite different from 


sta 


inits day, 


the 


ECT TIMING Ut 


ever rgetthe tine younest you festzonbi, 


ITA 


ERS fi 


ge O&VELOPER 
HIGHUGHTS 


DINO CRISIS 
‘SYSTEM: PLAYSTATION 2, 
DREANCAST, PC 

YEAR: 1999 

PN. 03 

SYSTEM; GAMECUBE 
YEAR: 2003 


GOD HAND erturey 
SYSTEMS: PLAYSTATION 2 
YEAR: 2004 


‘id hed oyed hark hcng «parila re example 


» [GareCuie Cris Redes lsu n Reset Bn abet ith bigger muscles 


previously avalable attempis at the gen 
Mikami's ascent from working as a pl 
na few Disney licensed SNES 
] bing charged with producing @ next-gen 
‘ hotrer game may seer like an odd career 
path, but he has always been a fan of darker 
ntertainment. (He recently joked that t's no 
| coincident hs initials are interchangeable 
4 with thos 
When Mikami fist started planning 
Biohazardin January of 1994, neither Sony's 
4 PlayStation nor Sega's Satum were on the 
46 was in pole positon 


re, 


games io 


‘sacamasochsm') 


, marist and N 
: in Jagan then 
} the Super Famicom). Bichazard was never 


planned 2s a PlayStation exclusive, ancl 


its bets by g game to appear on 
both upcorning formals: Bul that was easier 
iielly" Mikarni says, 


"wo 


COMF 
HE COI 


a 


HE TIME MADE 


ie 
and Satur], We cart 
@ year, but then that de 
had tw be suspended: f: was hard enough 
making Biohazard ‘or one piece of new, 

criginal herclware ~ developing itfor two 

types of hardware at the same time 
tbo difficult boc 
tatf end a shortage 


.c0 oF a lack cf 


hat's why we desided to whittle things 
down to just the one, console version.” The 
Saium version eventualy anivedin July of 


1997, some after the PlayStation 
original had been released in Japan, whic! 
wes ouites blow for Sega 
You might well. magine that Canc 
confidant it had a potential PrayStation hit 
on its hards, yet Mikami maintans that his 
moloyer was not sormplotely supportive 


was. 


ISCONTINUE 


‘TPietationl The nome: Wesker Altri Wesker. ie posal 


»[PayStabanItyouneverjnoed.whenthedegs made ther dramatic entrance ten you ether led abuutitor never playd thegamein te frstolace, 


of the preject. 
phase, | fal 

boing appreciated at a 
Biohazard very ne 
Mikami explains: 


During! 
he project was 
it tums out that 


Cagoom's consuliing 


company at the time made. reno! 
included a comment written like this: 
Discontinu are! project,’ | went rad! 


After made me feo! eve 


es Fuiiwars-san who called for Capcom 
us continue with the Biohazard 

ject, | only heard from Fujiware-san 
hirnself rough 
was finished that he'd inter 
way, but tt apparently saved the project. 
Even though Biohazard was allowe 
owing, Mikami agmita 
that the ceveloorrent procass was not 
jcularly smooth. Part of the problem 
the inexpertenced staf (even Mikami 
25 making his directorial dabut 
ject), "Except for rrysett 

most of the staff Biohazard team 


ten years alter Biohazard 


ed in st 


continue 


af the sadoct vdoogans badd fal tine. 


[Garett 


|The vin forCepcoris es untae ware ara 
Iwera] newcomers to Capcom,” Mikami 
flacts “The team generally wasn't vary 
meperianced at al, and it meant we had to 
go through an ew 
sation during the dev 


trial-and-error 


exper 
process. In spite of thet, the team had an 
incredibly tttude, and I'm sure that 


Igoment 


was connected to how we were able 10 
produce such a good game 
Although the etrmesphere insil 


reduction Studio 4 was @ positive one, 
apcom § 
team tagethor. Milam 
ecauise developing 
d/was t00 difficult for them, one 
fff would resign from the job. 
think everyone falt:as though they dicint 
what was what. It was a feverish 

2r@iin [the Bo] development team. 
way, it got to the paint wher 


juggled to keep the Biohazaral 


member how, b 
Bioha 


atrmosphe 
Along th 


development tocls weren't suificient fer 


what we wen 
we war 


team was working aratind the cle 


10 ¢0, 80 to compencate 


who had remained ont 


th ter stages of dey 

predictably manic — but also, by the sour 
of ita bit ofa fun riot, “The fina 
development lasted arourd si 
Mikami says, “and dung that lime the 
wore mostly living ot work. [twas 2 cago 
of ‘Super Hard Work’ unti 3am every right 
tthe time everyone was considered equal 
and ones it got to be past mridhight in the 
stuidio cur spirits be 


would be running around the de 


opment 
floor... We'd group together in pais 
push other ceveloprrent st 


ress the but 
i 
to, and shout ‘Seyonaral” We 
funy 

‘While Mikami and the teanr sormeher 
Managed to enjoy the hell of the last six 
meniths 


nto send th 
{them to go 
had all thaso 


7 


lo whichever lloor v 


work, there was also sama 
s of the predicament Capzorr 
found itself in atthe time, Invest 


waren 


imirovenant aver the wg ardtil look ape today 


jecorning increasingly concemed about the 
projitabiity of the Osaka-based devalopar- 
publisher, and without any sugar caddy 

the top of the company to rely on 


the kes 
of Segaand Namco ws iby 

mega-rich owners, but Cascom has always 
been 8 more humble affair) murmurs of the 
dreaded ‘B’ word began ta creulate, “Once 
the project was complete," Mikam says, 
of the siaff felt a sense of accomplishment 
they really celebrated ts completion. 


fe bankre 


‘Onthe other hard, | just fet relieved — end 
I seemed to he the only ona wha wa 
completely bumt out. ki tif Biohazard 
wasn't ¢ big succes danger thet 
Capcom would face bankruptoy, so I fet very 


strongly that I fuliled my respansitility.” 
liv the end, Biahazard cid the business 
required of it and Resent Evil(io Mika's 
chagrin) became a household narr 
‘thrcughout the western warld. "Biohazard 


sold more than twice the number of copies 
ight sell” Mikarni 

Tobe honest, | was surprised by 

ul i was. It was just a happy 


accident that the PlayStation market and the 
saleabily of Biohazard ma 
I think w very lu 

With Biohazard, an international hit amost 
of iisetf, the 


ins: anc 
oft 
encourage creater sales and Capcom 

inevitably demanded more of the same, 


make a 
my tole for Biohazard 2 2 
the 


lat really rr 
sighs. Mikami's good friend Hideki Karriya 
took on director's cuties for the sequel, and 
it wasn't until 2002's Biohazard O prequel 
that Mikami would again have chance to 
direct the action himself. As t 
for what would kecame ene of Capcom's 
Most revered! seties, however, Mil 


creation of the angina’ Biohazar 


sing rght 


sufiient to keep the sequels cc 
through to 2010. 


IDENT EVI DIRECTOR'S CUT 
Released ostensibly to keep fans 
satisfied until RE2 was eventually 
complete, Resident Evil: Director's 
Gut featured @ oollestion of aesthetic 
alterations and DualShock support. 

as bundled with a playable demo 
of the followina year's seauel 


SIDENT EVIL 2 

With Shinji Mikami mov 

of producer, Hideki Kamiya took on 

the mantle of director for the first time 

in his career. Mikami simply oversaw 

Kamiya's work and made changes 

wherever necessary. A hugely successfull 
qual, even iFit wasn't 


RESIDENT EVI, 3: NEME 

Originally intended as an act of fan 

asside-story developed specifically for 

dedicated Resident Evil 

joject name was Biohazard 1,9), Nemesis 

enced up as something of a jumble once 
toscrap 
sequel, 


RESIDENT EVIL CODE: VERONICA 
Moving away from the pre-rend 
environments utilised by the fir 
‘games in the series, Cade: Veronica 
was touted as a Dreamcast exclusive 
but was eventually oorted to the P. 
and GameCube in slightly modi 
form. Areal highlight for the seriee. 


RESIDENT EVIL 
Rebecca Chambers returned as 2 main 
protagonist in this prequel to the first 
Biohazard outing. While it ended up as 

SameCube title, RED wes originally 

fanned as an N64-exclusive. One thing 
that’s particularly noteworthy about itis 
its nifty character-sw 


SIDENT EVIL & 
‘One of the best videogames of its 
eration, Resident Evi 4 took the series 
direction ~via a camera change 
and a switch to realtime 3D -to at last 
eve what Mikami had onginally 
‘aspired to oreate in the mid- Nineties, 
The Wii version is our favourite, 


RESIDENT EVIL: THE UMORELL 
Mikami had nothing to do with this one, 
having left Capcom after RE4. Stil, The 
Jmbrella Chronicles odd 
Albert Wacker talks players through 
House Of The Deaciterrtory - certainly 
ails some novelty to the series’ mainline, 


IDENT EVIL 5 
Resident Evil Sertives five years after 
Ed with Mikami now 2s nothing more 
than a distant spectator. Its Africen setting 
has been controversial, but its online 
co-op moce really excels, Mikami says 

he probably won't bother playing it, 25 

its inevitable flaws will an 


ENT-EVIL SEOU 


Re HO oF ee 


TURTLES 
IN TIME 


ccasionally it happens. 
A videogame comes 
along that flouts 
conventions, takes 

on the specialised guts and 

seductive garters worn by 


Michelangelo 


‘The steadfast leader of the Ironically, the brain box of the | The coolest character in Apparently Michelangelo is 
team is said to be the best al- toam is actually the slawest the cartoon is the lamest in said to suffer from short-range 
rounder in gare, His attacks character in the game. Along this game. He might be the attacks, but we don't se it 
are strong, his speed middling, | with Michelangelo, Donatello speediest of his brothers but ‘ourselves, Michelangelo's 

and his reach is okay at best. is probably the best character | speed counts for nothing nunchucks prove both strong 
Personally, we find Leo and to pick. His attacks might be when you have to actually rub | and offer good reach —making 
Raphael to be the hardest slow buthis weapon gives him | your head against an enemy him ¢asily one of the best 
characters to get along with. great reach. to perform an attack characters in the game: 


224 | RerAoohnen covecrionuoL4 


WHY IS IT A CLASSIC? 


BEST POWER-UP 


BEST BOSS 


Sure, Steet Fighter and Sriderwere great arcade conversions, but 
they certainly didn’t outshine thelr coin-op counterparts. Even if you have 
2 passionate hatred forthe Teenage Mutant Ninja Turtles, or flt Titles 
(in Tie grew very repetitive very quickly, you sill have toadire Kanami 
for pulling outall the stops for the home conversion ofits unfortunately 
abbreviated T/T Not since Green Beret and Bionic Commmancdoon the NES 
hac a home conversion bested is arcade counterpertinterms of hath 
quality and overall enjoyment, because ofthis Turtles n Time pins.a very 
‘exclusive club indeed, 


Pome USL) | 


tal (a 


Lookinglike a precarious fatty-trap, The Pzzza Bomb kind of makes this 
listby defaultas isthe only power-up ~ save forthe haelth pzzas, of 
ccourse—to apnear in the ertire game. Usually, anything in a videogame 
witha scribble ofa cartoon bor onthe box isbest availed. Not here 
though. Instead of turning aur ‘heroes in a half shel into ‘heroes in 
multiple pieces of green seared jlesh, one touch of this potent jalapeno 
riddled doughy disc quickly putsthe Turties into a convulsive spinning 
fit—making them temporariy invulnerable to al enemy attacks, and 
probably quite izzy, too, 


ACARANABALEESLEL LLL 1 1 


BEST CHARACTER 


Everyone knows that Donatellois the best character totake into a bout 
‘ofclaustrophobie Foot Soldier smashing. tt has something todo with his 
long wooden shaft, which provas just too much of a handful for Swredder 
and his goons. The brainiac's bow staff offers briliant reach — allowing 
people who are rubbish tokeep a relatively safe distance fram danger. 
Ironically, the turtles brandishing sharp impaling implements—Rephael 
and Leonardo proveto be the worst characters in the game. While 
their weapons might look menacing their airy fairy swvipes and stabs feel 
horribly inaccurate and wooly inthe throes of battle, 


PF amma SALA 


What the 
mags said... 
ages ago 


Mean Machines 80% 


BEST STAGE 


Putting aside the embarrassing (an¢ nonsensical) subheading that 
Konami bestowed upon this stsge, The Tachnodrome wes an exclusive 
level gifted to the SNES port (prohably ina bicto give ita bit mare 
longevity than the original game, we suspect). For that reason the 
two-part Technadrome stage bas tostand out as one ofthe best levels 
inthe game. As soon as the Turtles find themselves behind enemy lines, 
the abundance of Foct Soldiersincreases heavily. Add to this a swarm of 
annoying uricycle bots and fussy hand-chewing Mousers, and getting 
‘through this stage takes a real tast of kil, 


side be 


game does grow repatitive, 
xoling fightir 
DIIISISSSISSTOTTITS 1S 


Koniami made a few tweaks to Turtles In Time for its SNES port. We've 
mentioned the addition of the Technodrome stage, bul there was alsa 


some fon service fitored into the bosses, too. n between the reloss 
ofthe arcade and SNES versions of the game, the second Turdes fim 
was released. In reference, Konami included the films vilains Tokka and 
Rahzar in the gama, and transformed Shredder into Super-Shvedder—as 
he appears at the and of the movie. Better than thatthough, is thatrather 
than building him up only tothenwitness him fall through a jetty and 
drown, you actualy geta chance to throw fist at hin, Cheers, Konami 


SA Es 


Sea Setrire 


STANDOUT MOMENT 


1 we compiled alist ofthe greatest uses of Modi Zin avidengame, 
tossinga Foot Soldier out of the screen would have to be somewhere 
high up on that fit. The first tim you cid twas probably by chance. tr 
you're anything lie us, you won'thave read the manual beforehand, and 
would've jumped stvaightiato the game end smiledlike an idiotwhen 
that blocky-Jooking enemy ninjz came fiying at you. Brillant, Konami 
utilised Foot Soleéer thrawving in an innavative hoss fight with Shredder 
It’s one of best boss fights in the game and finds our heroes forced to lob 
enemies towards Shredder, who's bunkered down inside a tenk. 


ETO OPITIEH COLLECTION JOLY 


eo 


ill Wright thinks outside 

the box. We know it’s a 

hackneyed phrase that’s 

been coined so often you 
can't even type the words without 
feeling uninspired, but there is simply 
no better idiom to exemplify the 
achievements of this man. The profi 
designer chenged the wey many View games 
pulling pixels away from ineverent subjects 
and plonking them inta everyday scenarios 
This workman-lke approach to game dasigr 
has gamed Wright 2 place in the prestigious 
Academy of interactive Aris and Sciences 
Hall of Fame, alongside friend and ‘ellow 
industry great Shigeru Miyamoto. He sees 
the accolade as a huge honour enc a giant 
stip for the industry His social simlater Tho 
Sims would also knock the spelibirding PC 
classic Myst off the top spot to be crowned 
Greatest PC Game OF All Tine. 

Like all great practitioners, Will was an 
enthusiast of literature anda gifted obsessive, 
@ guy that would approach interests and 
hobbies with compulsive furore, Fovercusly 
investing the time to understand every 
rmicrosaopic detal there was about the 
suinjects that fascnated him. It's no surprise 
then v 


Nn you consider the archetype gare 


1] Sin Fermisone ofthe Wa 
itloks mac Sim Al 


ov Ss hog 
‘nour epitin. 


gb RETHOUAITER COLLECTIONUULY 


WILL WRIGHT 


THE SIMPSONS MAY HAVE DUBBED HIM ‘THE NERDIEST NERD IN THE 


ENTIRE COMPUTERVERSE, BUT WILL WRIGHT ISN'T YOUR TYPICAL Gi 


i 
T 
a 


—HE LOVES A GOOD AGHT. IF A GAME CONCEPT DOESN'T FACE SOME KIND 
OF PANICKY HESITANCE BY A TABLE OF APPREHENSIVE SUITS, A LITTLE 
PIECE OF THAT IDEA DIES INSIDE HIM. STUART INVITES WILL ROUND FOR A 


SIM SANDWICH... 


thet he's most synonymous with, thet the 
‘one area that continually sparked nis curiosity 
was construction. 

“| spent most af my childhood building 
models end obsessively reseerching various 
subjects that | found interesting, such as 
20th Century history, Houdini, insacts, 
airships, astonony, and explosives. | would 
usually get very obsessed with some subject 
oF area of inlorest for six morths or a year, 
and just leain everything about it, ve alvweys 
liked studying dierent things. That's one 
reason why | realy tke doing ganne design. It 
fives ma an excuse to go out and research 
these wally different things for a year or two 
and then move onto the next thing later.” 

‘After leaving school, having saudied 
architecture and mechanical engineering, 
\Wil's pragmatic nature, talents and love for 
space Would stand tim in good sized for a 
carser in game development. He discovered 
a keen interest in robotic engineering, which 
weuld prove the catalyst for his eventual 
career in games when, after purchasing an 
‘Apple I home computer to hake up to ane 
of his mechanical creations, Wil inevitably 
discovered a new subject to learn and 
mester: programming, 

Raid On Bungaling Bay for C64 was 
Wills fist ‘proper’ foray into programming, 
‘Ric was an overheed helicopter blaster 
thet sew garners dropping bombs over 
enemy installations. its [cok shares 8 certain 
semblence with Wills second and most 
revered game, SimOty the idea for wich, 
idenvally, came tos him eluting Paic’s 
development when he realised he was 
having more {un designing its levels than 
pleying the finished game. 

"| was fascinated by bringing a city to Ke. | 
wanted to add more behaviour toit. | wanted 
to add traffic and see the world kind of come 
alive and be more dynamic. At first just 
wented to do a traffic simulation, but than | 
redised that traffic ddn't make a lot of serse 
Unless you had places where the people 
drove to... and that lad, layar upon layer, to 2 
whole city ~ SimCity" muses Wil 


There ere areas of Faio’s oarneplay that 
show evidence of the SimCity ethos, Players 
would receive inteligance reports and, over 
the course of the game, the enemy factories 
npen, causing headaches if nt obliterated 
quieky, This idea of sprites growing and 
eveloping is a significant aspect in all of 
Wills videogames. 
legion of Sins garnes that folowed 
would find that their sporadic thorn 
echo their comrnercial acclaim, but were 
there any Sims titles that fell to the cutting- 
oom floor, perhaps deemed technically 
impractical? "There were lots, suchas Sim 
Sewer and Sim Storm, recalls Will. “One 
thing that I've always wanted to do sa 
tactical weather simulation, and by tactical 
I mean really 700med-n on the intricate 
natu of a thundercloud, the way temadoes 
form, gust fronts, and so on. If you could 
Misuaise the whole thing in three dimensions, 
[think it would be a fescinating game. Its 
very much an interface challenge though. | 
actually did some experiments ‘or a while, 
pursuing this dea, How you would simciate 


IN THE HNOW 


mas away for fd 
sujects and supplanting them 
Frside everycay situations 
calent programing offrts 
bbecare renowried for being bull 
around nes and environments, His 
dtnctive vidon evernualy found 
fa catalyst vat the fermen ot 


@ thunderstorm and how you would visvalise hs sory Maxs,a panerstip 
the dfferent layers inside it Thet’s one of she Mans barwes, Wi pradeeds 
those ideas | haven't quite figured out yet si’ of ste ype gas. 

The Sims wrecking ball was set in motion _19E7, Mass was acai by EA 


andit yas then that Il prod 
The Sins his 
tacate, Ho 


in 1885, with the release of SimCity on C64, 
The game, ongnaly entitiad Micropolis, wwoutd 
bo a first of its kind, 2 game thet could be 
neither won nor ost, a ‘passive ATS’ for want 
of a better description. t would earn itself the 
nickname ‘software 107’ owing to its lack of 
dear objectives. Gwving the playar free creative 
rein ever a patch of unsullied land, they had 
to erect edi sustain a thriving and 
busting oty, Rais problematic headaches 
\would make @ re-eppaarance in the inspired 
and potent form o' Mather Nature, who 
\would send naturel disasters, s 
and tornadoes, to haphazardly afflict your city 
"| like the fect that the player is put in the 
cteative role and the game really becomes 
an ampitier on their imagination,” Wil says. 
Ha ako took inspir 
Seventh Sally, written by Stanislaw Lem, 


has fires 


S 4 


ion from short story TI 
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and Eric: Albers 


- i 
a 6 4 2 
“| WAS FASCINATED BY ae A eu BE LIFE. | WANTED TO ADD 

MORE BEHAVIOUR TO IT. ADD TRAFFIC AND SEE THE 


WANTED TO. 
WORLD KIND OF COME ALIVE AND BE MORE DYNAMIC” wit wricht 
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FROMRUSSIA WITH LOVE 
‘Wil has always had an 

atfinty with cuter apace. 

tis fescination began as a 
boy when he had ambitions 
to bacome an astionat. 
lronicall, none of Wil's, 
camres, with the excection of 
‘Spore, have really sought 10 
tacklo tha subject of space 
exploration, they merely 
teeter on its cusp teasinly 
and never take that plunge 
inro tha deep dark unkriown, 
Wil til occasionally sanders 
to his esrly teenage passion 


for buldina robers and 
od some of 

his weatone into the US 
equivalent of Rober Wars. His 
piry was a metalic deor 

wi head 

on hough, 
Will isan avid enthusiast of 


cellectng training part 
rpiieas from the Rus 
space progisnine. It's a 
hobby “hat comes richt 
back around to that imtorest 
In constuction, “Have the 
ie Soviets have such 
a totally cifferert chiosonty 
about space engineering 
compared ta NASA. Their 
sf was very simple, robust 
and highly relible, contrary 10 
Popular osinion. My fevourte 
piece is the main contol 

panal off the Vastok spa 
capsule" declares Wil 


anarted the r 


ghifigant this gam 


meters 
converse. Sec 
elements fon 


‘or the sandbox se 


‘aining axparien 
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WILL WRIGHT 


Steets Of Smbty slowed you import you SinCny 200lendscepes,takeio the soeets and battle agains: other cars 


deposed 


about on engineer whe befriends 
yyrant end sets about creating a miniature sty 
with synthetic ctizens for him to torment. 

Will struggled to canvinge Broderbund that 
SimCity could work, The company baulked at 
the game having no cleerly defined win lose 
elements, end Will was forced to promote t 
geme himself. But without an afflient backer 
rarce this huge task. sales prov 

In 1987, during a party, Wil sits covly i 
the comer, Shy, he awkwardly ines to blend 
Ye ambien 
uncomforteble air catches the attention of 
Jeff Braun, and the pair begin talking abou 
their interest in games: Jeff ebout a desire 
to anter the industry threugh pushing, andl 
Wil about developing a game that he candidly 
admits no one will touch with a bargepole 

"think | struggled to find @ pubisher for 
SimCity because, atthe time, mast games 


slow. 


but fails miserably. His 


fascinating next project. Spore has 
n development since the dawn 
cf the millennium, which Indicates how 
as. Likoal of 
IS endesvou's, Spores salt into 
sefias of evclutional phases, eech vath 


‘heir own unique style of play. sounds 
lke a muly neat spinning spectacle, 
cifening gainers a rexolutionary 


within which to crete anc 
tions of the game bor ow 
Pac-Man, Popul 
SimCity ard even Destroy Al Hurnens! 
is of the garre 
Whils far from perfect, i's remains en 


ory action niontated or turn based. 
They all had really clear winvloose goal states. 
The idea of a sandbox gamne was pretty 
foreign to everybody,” Willadmits, 

Jes Braun, heanvewey, recognised its 
massive potential ancl persuaded Will to 
continue championing his creation, This 
encounter Would spark the genesis of Maxis 

which is 'six amy’ backwards, as it was Wil 
and Jeff's hope that you will be playing their 
games until Barn — and uncer this banner, 
together, the pair would attempt to publeh 
the game on home computers, 

When the ime came for Wil 10 clear up 
lose ends with Brocerbune, the company 
finally gauged a clear ouput of Wil's 
dynamism and wes forced to eat humbi 
pie. Barderbund signed Maxis a two-game 
co-cistrbution deal and, more vitally, sew 
SimCity released across & number af hame 
computers, including a ‘proner’ C64 ralease, 

Will and Jeli’s direction ior the Sims: 
franchise would travel to juxteposing 
worlds, In 1990, Will dalivered the ultimate 
macrocosm with SimEarth and a year later 
‘he utimete microcosm with SimAnt. Sadly, 
despite such a st 

ne, solely under the Maxis name, mirrored 
the success of his orginal cityscape classic 

SimEarth was en epic beast besed on the 
writings and theories of Dr James Lovelack 

who thecrised that Earth resembles a 
superorgenisrn — one made up of smaller 
orgarisms thet can only exist within 6 grou 
The game wes arguably one of Will's most 
adventurous end complicated sims. Players 
could manipulate the composition of the 
atmosphere ard the rete of reproduction, and 
even toy with evolution. The game retained 


inch fan base, neither 


the hindering Mother Nature elements 
of SimCity, with natural dsasters such as 
huncanes, fires, voleanic eruptions ard even 
disease providing hurdles within the game 

This superorganisin simulator that Will 
had crested would then be put under a 
microscope for his pacular folow-up. Inspred 
by the writings of biologist Edward O Wilson, 
SinAntwas markedly differant from the 
games befcre it It was the first sen to 
present the player with a cleer set of goals. 
Taking the role of a black ent, the player muist 
drive colonies of hostile rad ants, spick 
and eventually humans from theirhomes 
Influence your donons by using aheromecn 
and attack enemies by overpowenng them 
with swarrrs of drones, 

Between the release of SimAncand EA's 
eventual acquisition of Maxis, the market saw 
more sim-siyle ganas emerge from our side 
ol the pond, as Peter Molyneux and Bullfrog 
kept the British end up, Populous wa 
released the same year as SimCity and went 
‘on to spawn Theme Park, Theme Hospital 
Black & White and even a popular RTS 
affshoot of the ganre in the form af Synaleate 
With EA having all of these influential titles 
within its stable, it was inevitable that it 
would be interested in acquiring Maxis. The 
publishing rights to kath Bulag ancl Maxis 
meant EA would prove a formidable forc 
in PC gaming. And efter a retum to form 
for SimCity, with the subime SimCity 3000 
in 1998, under a new EA banner, Will's 
ant behavioural modal would than provide 
the catalyst for his most popular end gutsy 
creation: The Sims, an idea thet had been 
rating around in his head for years 

The hritial concept behind The Sims was 
a an architectural design game, criginally 
sleenming from an interactive dell house 
idea dubbed ‘Home Tactes’. The concept 
shifted after it was recommended to Will 
that players should te scored by the in-game 
homeawners in relation to thair quality of | 
Pothaps fueled by concem that the game's 
‘dol house’ quallies could only appesl io 
convince  binkored 
EA to agree to The Sims wasn't easy. 

But Wil's conviction prevaled and the 
game proved a runaway success. As 
axpected, tha horne-making and soil 
clique aspects dd prove to be a resounding 
hitamong young female gamers, but it 
also found ¢ mass appeal acrass @ broader 
spectrum of gamers of al other ages 

“There are several reasons why The Sims 
0 populr. The subject i: 
somathing everybody was iniimatoly farrilar 
with, and secondly, the game was very 
focused on the stories the players would 
with i, not stories we ware trying to force 
pan the player. In same sense its just a 
modem doll house, but in another way i's 


nal Was 


very ripe environment for personal storytoling, 
When people use it to create stories, they 
naturally want to. connect with other people to 
shere those stories.” 

Will remembers, avidly, the first review he 
read about the game. “Ill wes actually quite 
negative, Someone on some little website 
wrote @ scathing review of the game. 
prerty depressing reading that first reve, bust 
two days later every other review that came 
out was raving about the garne. That first 
review kind of rattled me, lke, ‘Oh my God, 
they didn't get it, 

But he need not have wonied. Within a 
year, The Sims became tis biggest hit, seling 
over 16 million copies and creating the mast 
suocessiUl series of expansion packs ever 
created, Its sequel, The Sims 2, released four 
Yyeers later, can perhaps be seen as en almost 
faultless refinement of the game, which 
seems ‘0 quash any chance of an immediate 
sequel due to countlass expansions and 
popular updates of the game. And in that 
respect perhaps the game can be desorbed 
as the ukimate ‘software toy’ a virtual dol's 
house or an interactive box of Lago bricks for 
which players cen purchase acnessories 


twes 


|Amigal Sar was very nolved.Youhad the whol werk n 
‘our pas, so big hards were deftly n ord 


[PC}Twenks to The Sims caine nthe fem of exparsion packs ad alive you to sve pets to your Sms 


Wil's lest project for EA, Spare, wi 
his mostembtious yet. Soore has baen n 
development since 2000 ard tackled the 
sulbject of evolution, bestowing the gamer 
with Gord ike powars. Its orginal werking tite, 
Sim Everything, speaks volumes about the 
exc scale of Wright's last game for Electronic 
Arts. He's juste tad upset he didn't have to 
fight tooth anc nail to get the project off the 
ground 

"| think the breadth of experiences in 
Spore willbe tigher then all my other games 
put together. | think, ke The Sims, Spore 
is evclving to be even more toy andless 
hardcore sim, I's designed to be fun just 
to experiment with i Ht was protably an 
Lnreaiistic design goal in the first place, which 
is why I'm surprised that we're actually culing 
itoft. EA has been highly supportive of it 
every step of the way, whichis almost alet 
down, because with The Sime | had to fight 
‘50 many people to get it out the door, which 
wos kind of exciting 

Wilis no longer at Electronic Arts, having 
left in 2009 to form the entertainment think 
‘tank Stupid Fun lub, No games have been 
announced as.af this time, 


age Apparent Smfartwasavassive hit 
rnotorclgets, They encyed ping an hr lunch breaks, 
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SIMPLY THEBEST. . . 


RAID ON BUNGELING BAY 
This is where ital began, taking out 
enemy bases fram above. This early 
Commodoie 64 game feels wonderfully 
smbath fo play, with the sroling screar 
‘and convinding Falicopter handing. 
However it doesn't bode wll fora 
game's saltestoem when is creator 
vous constructing ii over playne it 


Even these who would rothernaoke 
‘thomsehos inthe eyo wah a usty 
spoon than ply 8 computer game can't 
‘depute ts bifanea, Stuart Cambell 
summed up the game's notoviety 

bost in esu0 $7 of Amiga Power with 
2 brliant one-ine review "Look, I'm 
ot viewing Simiciry again. No way. 
Forget h.* He awarded it 90% 


Ever had deop-eeerad dosio to 
bean ant? No, nether have we, 
bor Wl vvrigit’s sures! vinta 
‘faim certainly wert same way to 
sitining our imaginations. I was his 
first stternptat gn his viral 
‘Superoiganism a scale, Itmight 
net have boon mush tologk at, but 
lot's be honest, nother are ants 


‘SIMCITY 3000 
= After slew of Sim spin offs ticluding 

Sin Copter Sim Parcand Sim Zoo), 
‘ard kaving the olug pulled on its SNES: 
‘exclusive Sin Tunes, under the parental 

B) umoratis of Electronic Arts, a nore 
felsted Maxis set about ostting is Sis 
bback on tack Andi tli just that wah 
Sitity 3000. 


Isita game oris ita ty? Perhaps 
its usta vital sice of halowed 
pop culture? 20h Century Foxe 
‘ortainly thins 20 is reputedly 
tuming the Sime franchise into a 
movie. The Sirs would be the list 
videogame to alow 11 yess olds ta 
sample the wort of dog treodng 
by allowing them to get two avatars 
to have pixelated intercourse 


“THE BREADTH OF EXPERIENCES 
IN SPORE WILL BE HIGHER 
THAN ALL OF MY OTHER GAMES 
PUT TOGETHER. SPORE IS 
EVOLVING TO BE EVEN MORE 
TOY AND LESS HARDCORE SIM” 
WILL WRIGHT 
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LOPER 


LOOKBACK 


IF MICROPROSE WAS A GAME, IT WOULD'VE BEI 


EN ONE OF TWO HALVES. 


HEN HAVING TO FIGHT OFF A LATE 
DIBLE—NOT SO MUCH A TIME 
L DAVID CROOKES EXPLAINS, IN 


SURGING INTO AN EARLY LEAD, TI 
ONSLAUGHT. BUT HALF-TIME WAS INCRE 
TO REST, BUT A POINT AT WHICH TO EXCEl 
PART TWO OF OUR SERIES 


sroProse Soccer cemer 
ion 48 a software house the 
traded squarely on quality 

But back in the US, Sid Meier was 


hroughout the Eighties, 
MicroProse had made a name 
for itself with its highly regarded 
and commercially successful 
run of flight simulators. Sid Meier had 
proved to be something of a dab hand 


‘er then flight sims, he came 


18 | robot fighting game called ROTTS. 
was tough going into competition with the 
panase, vino were deminating the arcade 

ctor. Taking rnlli 
them work as a coin-op was also costly." 
MicroProse sold eround 7.000 units of 


wo killer titles, And while Bill was | F-75 Strike Eagle, It was a huge figure, but 


at creating titles such as Gunship! and 
F-19 Stealth Fighter, and his 
co-founder Bill Stealey, given his 
military background, was able to 
market them effectively. 

The company hed gone from strength 
h, opening up new frontiers 


eager to pull the company in a different 


allowing the firm to ente 
its second ere of suc 

“| wanted to enter the coi 
market but Sid didn’t ike it, 


it wasn't enough for MicroProse to ma 
enaugh money fram i 

twe areade games weren't 
enough for punters - their superb 3D 
araphics failng to compensete for the fact 
‘But | the machines were too different to others 


ar it, The | an the markat at the time. 


Jecision and we went 


de of the US with ane of the most 


frst game we made was F-75 Stnke Eagle: | “It was net a good decision,” lements Bill 


notable studios being bas 


© Sis Meer the genius bein sore of 
MorePres test ges. 


The Arcade Game and we also mde 


RETHOGAITIEH COLLECTION LOLS 


Itled toa situaton where we had to raise 


is: 


@ MeroPrases UX arteam were shappy bunch, Frostrowettt ight Guy detries Mathew Knot John era a 
riature Day Nothcot ands Reberts Back aw (aft to ight: Andy Ck: Ele arma, Nick Cook art nana 


6'eg Shh Matin Severn Terry Ger 


@ [P0) Gow Crammonts Grand Prien the Fl gai ta cary the 
MecroPraseo3o, 


money In order for the company 10 survive 
Luckily, Sid's new games helped to keap 
the firm going end by now MicroPrase 
had gone public, The first of the 
of titles was Railroad Tycoon, a bi 
sim in which players buit and managed a 
railway company in America, England or 
Europe, creating a line within @ scheduled 
camplate with track, stations, trains 


and @ full timetable. It wasn't long before 
the game was being heralded as a classic 
and one of 1990's best, but, more than 


that, it gave Sida chance 10 branch into a 
fresh gaming 

Ho had the idea of taking simple 
syst gothar to 
create @ more complex whole. "There was 
operating the raliroad, playing the sto 
market, building track,” explains Sid. 
was like different things ¢l 
pretty simple and easy to Understand and 
easy to get into, that when they inter 
create an interesting kind of complexity.” 

Sid worked en th game with Bruce 
Shelley, who hed praviously worked for 
boerd-game maker Avalon Hill, Bru 
Sid formed a great tear, mado all the 
better for Bruce's love of railroads, He 
would spend hours discovering facts and 
giving Sic feedback. And it was through 
honing the systam used in Railmad Tyeaan 
¢ a sequel to that game 
that S 


ms and woaving thorn i 


at individually are 


fac 


was able to embark on | 


CIVILIZATION 
Bee 


@ NcxoP oss "yoann series contnun 
such as Ralercoaste Tyeosn 


ith ies 


was his landmark 
title: Civilization, published in 19% 

This turn-based strategy game saw 
Playe's flung back to 4,000 BC, employing 
6 fair deal of micromanagement as they 
attempted to build @ dominant empire, 
Again, it was a complex welding of 
simple systems. But more importantly 
for MieraProse, it won scoras af awards, 
sold bucket loads, and helped to keep the 
company’s firancial head above weter, for 
‘2 cousle more years at leest 

Ciilzation had special challenges for 
MicreProse, Sid had sprung Civilization on 
Bill aiter he had spent corsideral 
‘0n tho product. The testers liked it, and 
Bill enjoyed the decision making, Being a 
board-game player, he thought it would 
be @ nice addition to MicroProse’s tte ist 
Rut when MicraProse launched the title, i 
did not do well 

It seems everyone needed Sid to give 
thema few hints 20 get going,” expleins 
Bil, “So Civilzation was brought back in- 
house and the development team decded 
that they neaded to put Sid in the box to 
give hints on how to got started. Thet s 
how the advisors got into the game, The 


ple time 


shipped and 
from there the gay 

Civilization wes timely for MicroProse 
it had created SimCity in 1989, 


Bil Stealey was close 


hep rave the way Tar Spactum 


siulbton seta 


” 


1995, but telat have sulficent ficial sures, 
Gooff Crammonds Grand Py was th 


The rights to viroProse pares w 
scauied ther for Frans, which he cofou 


Sid kes to 


8 


When MicroProse fizaled aa, i et @ maior noe nthe se 


‘MicroProse had two bets: MicicPay in America en MicroSive inthe 
talloned the comeany techversly ane yt kee 


After leaving MicroProse Bi wert on to found iteracrve Macic another | 


ver game cany tha 


2 avemnuly transfered 10 8 


the developrrent and reaase of Si Mrs Ratoads! 


mM 


ur HoloByte's pracdent Glan Loue.|t 


Hebe t snap up Me Prose, | 


‘MieroProse wamed ta procine ccrsole games fortha Nincand 64 and PiySation n 


Prose rave, 


it nthe and SieMeer | 


Thatethereason wince | 
aonesn stam TrnterPublshng | 
dong wah ater ecticorrase | 

seatete | 


As torthe i 


by te Ir 


consumer eectioncs, power | 
rors an are corte | 


@ game much admired by Sid and from 
which he gathered some of Givization's 
design ideas, With SimCity having rode 
high in the chars, Sid was convinced his 
game would also de wel 
spark behind Civilization wes my lave of 
history,’ Sid explains. “k's such @ robust 
and fascinating subj 

‘One small problem, however 
Civilization was really a board game created 
by Avalon Hill Bill had ro idea of this unti 
the Avalon Hill CEO called and threatened 
10 sue MicroProse, s0 Bill dacidad that it 
‘should share the spoils and offered to put 
@ couipon in every Guilzation game to sell a 
bboord game from Avalon Hil. Avelon Hill's 
CEO agreed... although it wasn't the end 
of the matter when it ceme to Civ 
‘ownership rights. 

The approach to making games at 
MicroProse was very diferent to the way 

any developers tackle new projects today. 
Although Cwulzetion came out et a perfect 


The creative 


was that 


time, it wasn liberate. Sid wauld simply 
look fora gaming topic, be it a train or a 
pirate, and creaia semething arcund it 
Experimentation was tho most important 


thing end it was possible because 
hundreds of thousands of dollars didn’t 
need 10 be thrown at the games in ardar to 
get tham to the standanis of their pears. 
Still, even though Ci hon was widely 
regarded by the developers as a smash 


bl Stele fw store en 
to vekogsningiclonngto 
Ser ups Ter Pabising, 8 
ispaned by al lite eocutves 
froth ey cys cr vinProse 
(wththe exetton of Sd Meet 

The company cols 
excise on MMOs producing 
nly ard espenagethoned 
games inte fs-perton shooter 
aciknarleniue stsiegy ad 
Simuston game gan. 

Whi vts Tilers 
remes topper on eis the 
ore format is set tobe the. 

“Wis ve ih exes 
ofcerina says Bil," We were 
rating garrac that toa Ke 
54 cbyts of apace. For us, 
tteanout arma claprtseogh 
thatom emersh tharesaing 
the bore technol taser” 
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“Tete nas 3 farnaus story thst spread 


hit game, the management was not so 
sure, The firm held back on the game 

and pumped little cash into its marketing 
Promotion was via ward of mouth but 
it's00n took otf and not only wes the 
management surprised but Sid was, toe. 
He knew it would sell but he didn’t think it 
would start being spoken of as one of the 
best PC games ever made. 

At tha same time, MicroProsa's UK 
division had released Geoff Crammond's 
Formula One Grand Prix on the Amiga 
and Ateri ST, with « PC version following. 
Gamers adored this racing simulation, 
loving the attention to datai,, the ‘real 
world’ physics and the accurately modelled 
tracks. The only downside to tha game: 


‘Andy Cook picks uo the story: "Aft 


| was the significant slowdown when the 
screen became 100 busy but it didn't stop 
shoppers racing away with it 

MroProse went public on the 
Amencan NASDAQ market in October 
1991, MicroProse raised « lat of money, 
paid off all its old debt, and embarked on 
an ambitious expansion plan, The company 
also got an outside beard of directors wha 
pushed MicraPrase into developing a plar 
to really grow the firm. Plans were made 
to double the size of MicroPrase within 
thres years. 

“But the problem is, you can spend the 
development money but you may nat 
come Up with the right products to make 
a rea) itor @ significant profit" says Bill 
MicroProse had 10 find a way to break out 
of just military games and the occasional 
one-off briliance of Sid and his various 
project ideas, to reach the kinds af growth 
the board wanted.” 

Being public also meant MicroProse 
had to announce earnings every $0 days, 
which put significant pressure on everyone 


@ [Po] Si Muir's Ratoads! was released in 206 You 
an esr stunt a good gane are aces, aces 


and Bill was beginning to build ¢ gaming 
empire. But it was starting to move too 
fast and doing 100 much, to0 scon. Thate 
were signs of spiritual and financial decay 
al MicroProse. 

In 1802, MicroProse spent e fortune 
creating an adventure game engine. One 
game was released using the new system 
and MicroProse also tried to doa mare 
classic RPG game with Darklands Yet 
neither realy paid for the developmer 
the two systems, It was another costly 
mistake and one that led, a year later, to 
Bill putting the campany up for sale 
Boing a public company mada a big 
difference io the way we worked,” says 
Bill "Iwas a good deesion and it had 
put the firm back on track but we ddin't 
always get on with the ooarci members 
and we also had 10 define a game's release 
schedule, produce quarterly rasults and 
so on. And in 1992 we had issues — ther 
we were with 500 employees end too 
few games. I'm a firm capitalist and | 
believe incentives have to be aligned with 


of 


our videogesrs developrrent nthe 
mihNineties. Lecendhas it hat scertan, 
enpetienoad butbghankeg (rencit 
Manager at VcrePiose was warding 
round the camickrs ona Gay wien he caaht 
sight of something ney: and fscinsting an a 
seveltzersnomor. hese showed 
‘aay o muficolred squeres appearingand 
sazpeerig in nypntic genic patterns, 

The emacutte waled Ln behind he develeoes 
and stnod, bewitched by the fescirating ste 
onthasctean, 


some hie andar able conta firs ny 
longer, he sskedthe develose, That ioks 
_abecualyamaang. What gama i? 

“The claveloer, wo Was engrossed in 
a design docurrert atthe tm, koked 
onfused. Hoh? What carne?" he asked 

“The executive pared io tiesce of 
movi. coloured bots. ‘That. What geme ie 
‘you watking ory tools farsti” 

“The cbveloser looked st his soreen, tured 
tothe sutand sad That's rot aca in 
dfaomring my bard die” 


in the company and sometimes lessened 
the ality fo spend time on creativity 
And yet MicroProse didn’t take ite eye 
‘off military fight sims. Indeed, in 1992, it 
acquired Leeds-based flight sim developer In 1992, MicroProse hired a president 
Vektor Grafix, who created the MicroProse- | for the US side of the business and had 
released flight sim B-17 Flying Fortress menaging diractar for the European sil 

The firm was proving to be the place to Bill moved to be chairman of the board 
be for creative progremmers and artists, and actually spent Ittle time at the 


accomplishment. When we began, we had 
a process that said we'd double or triple 

pay cheques if the workers met targot 
it was hard to do that as a pub 


but 


im 
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company during 1992 at the request o' 
bboard, 10 give the other executives same 


room t6 manoeuvre. 
When Bill returned in September 1992, 
he found the plans he had! left in April 
309 in the autumn of 1992 
The new management had 
changed the incentive plan to overtime 
over bonuses. Everyone wanted the 
overtime and had no real bonuses award 
ing projects. In 1992, the 
company only released F-75 Stnke Eagle It 
in December. Bill seys it was hard to fund @ 
big compary on one signifi 
Bil, after firing MicraPros 
president, want out to find fina 
the company, He found it from GE Capital 
in April 1993. But the funding fell through 
at the last minute due to some inventory 
accounting errors that soared GE away. 
Bill was very concerned cash was 
growing smaller by che payroll. Something 
had to be done and a buyer was sought. 
At the time three groups wen 
MicraProse — one of which was Spectrum 
HoloByte, funded by Kisiner Perkins, a 
nous verre capital company on 
he American West Cosst, Bill had kept 
Spectrum HoloByte alive in 1991 when 
Robert Maxwell, who owned Spectrum, 
fell off his boat and left the firm without 
ry money. He had sent HoloRyte boss 
Gilman Loue $400,000 following a phone 
‘onversation, in @ deal that promised 


—were ell late 


as th 


control of 


ORIGINAL DE 


SID MEIER 
BRUCE SHELLEY 


commerce 


MicroProse could ship Falcon 3.0'n Europe 
in 1992, So, because of the relationshio th 
two men had built up. Bill chose Spectrum 
and he let the company after signing aver 
the papers or 21 June 1993, 

Spactrum was then in charge o' 
MictoProse and it decided cuts were 
needed in orcer to stay afloat, Two offices 
he North of England were closed anc 
more than 40 head office staff were made 
redurdent. Bil went on to found Interactive 
Magia, @ company which, like MicroProse, 
specialised in simulation software. 

Sia Meier continued to work for 
MicreProse and the company began to 
pick rself up. UFO: Enemy Unknown was 
relossed on 31 Decomber 1993 and it 
was so well received it was once named 
e bast PC game ever made. Licences 
also came thick and fast ~ Magic: The 
athering, Top Gun and Star Trek: Tha Next 
Generation — with Sid also creating the 
brilliant Colonzation in 1984 

‘The UK arm was sill going well, toc," 
says former MicroProse artist Andy 
Cook “When | was interviewed for a job 
there, | was asked which artisis had most 
influenced me and | replied, ‘Rembrandt, 
‘Vermeer and Tory Hart.’ The only thing | 
would change about that answer now, is, 
Probably the order 

Although MicraProse in America was. 
losing money, the UK arm was misking 
aprolit. For the majority of the Nineties, 
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MicroProse UK was housed in a two 
storey ‘LU shaped building situa 
@ quarry in Chipping Sodbury, One ‘arr’ of 
the 'L’ housad the developers, while the 
ther arm was taken up with various other 
dopa 
QA and so on, 
‘At the extreme en 
arm was the ert roo 


next to 


ments such as marketing, finance, 


of the development 
says Andy. “All 
dhere and it was a 
tastis place to work. Music blared out 
and the lights were kept at the favoured 
dim levels — 
are light reilections obscuring his work on 
screen. Artists would wander around the 
room when they were rendering somethir 
and see what everyone alse was working 
‘on, The room had a great atmosphere with 
opinions being sought and given, tips freely 


ho last thing on artist wants 
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‘Starship Tioopers: Terran Ascendancy 
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Smtegy game fnkng in variation and any wy 
of maha complex mows in abd to anvil 
tho arachnid enerry Camore pre rake the 
gameplay 2 tad more dicta, whie there 
"y aww fun lamers tothe ts ihe reaps rece, 
‘hs visuals ste chen tous andthe earner too 
tow ior rt be worth drsgang out. 
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‘offered and it was an exiremely happy and 
creative place to work. The lunchtime end 
after-work Doom and Quake sessions were 
raucous end enjoyable occasions. 

He said the mood changed following the 
change of ownerstip, when some of the 
manag 
as the creative and productive place it wes, 
He says the happy atmosphere was seen 
a8 playground atttude 

The fun times ware star 


jent team failed to see MicroProse 


ng 16 come 
toan end and, in 1996, a decision was, 
made to cut more MicroProse staff. This 
led to the departure of Sid Meier and 
Jeif Bridges, who formed Firaxis Games, 
although Cwvilization “in 1896 was released 
by MicroProsa. The Spectrum HoloByte 
bbrond was dropped, however, and all of 
the company’s games were subsecuertly 
released under the MicroProse banner, But 
in the UK, the cuts were drastic and many 
staff walked out, Psygnosis had specifically 
opened an office in Stroud and the artis 
programmers end designers went there. 
“Ove time, as staff numbers shrenk 
and layout changes were forced on the 
developers, the managament eventually 
moved all developers into one, large, 
‘brightly lit room," says Andy. "The theory 
‘behind this wes supposedly to increase 
communication between artists and 


| programmers, though I, for ane, didn't 


experience eny increase in communication 
between the two groups — it had always 
been just fine. | ici see an unmistakable 
reduction in the creative atmosphere of the 
art,foom, though.” 

‘A. year later and MisroPros 
again in the belance. GT Interactive aged 
t9 snap up the firm for $250 milion but 
the deal fall through, having a devastating 
effect an MictoPosa’s share price. Worse 
wes to come when MicroProse was sued 
‘over the Civilzation trend by Avalon Hil 
and Activision. MicroPrase had licensed 
the Civilization title from Avalon Hil, wao'd 
helped to delay the lagal wrangling up unth 
this point Interestingly, MicroPross used a 
cunning way to get around this, snapping 
up the company that originally designed and 
manufactured the Civilization board game 

— Hartland Tre‘oil ~ and suing Avalon Fill 
and Activision for traciamark infringament 
and unfair business practices, as ¢ result of 
Activision's decision to develop and publish 
Giviization computer games. 

‘The whale issue was resolved in July 
1998. Hasbro — who had formad its own 
interactive division three years eairier 
was looking to acquire MicroProse ord 
Avelon Hill. A dee! was struck which cave 
MicroProse the rights to the name and 


's future was 
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handed Activision a licence ta publish 
Ciuiizaton: Call To Power. MicroProse’s 
office in Austin, Texas was then.closed and, 
on 14 September, Hasbro announced that 

it had bought 91 per cent of MicraProse’s 
shaves in a deal worth $70 milion, 

"The funny thing is, wo almost bought 
Avalon Hil,” says Bil, "There wes an issue 
surrounding Civazaton end we had to put a 
cart in the game's box atlvertising Avalon 
Hill's board gare. It's fair to say Sid took 
inspiration for both Civilzation and Railroad 
Tycoon from Avatan Hil,” 

ht marked & new era for Hasbro, who 
had been working almost exclusively 
with outside develooment teams since 
Its inception. Hasbro also bough? Atari, 
which gave it the rights to Centipede, 
Asteroids, and Missie Command. By buying 
MicroProse, Hasbro had a quick and easy 
entry into the strategy game PC marker. 

With Hasbro in control of a wealth af 
franchises, « master plan emerged. The 
PC market was sidelined as the money 
men started to see the cash to be made by 
porting MictoProse games to console. Tom 
Dusenberry, president of Hasbro Interactive 
‘said at the ume: “We look forward to 
teking these great games to new platforms, 
including the Sony PlayStation, Nintendo 64, 
Sega Dreamcast and more,” 
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Despite the up moog of Tam 
Dusenborry, tho lato-Ni 
wry for MicroPrase’s Stal, spread around 
a and England. It was not heloed by 
the fact that bug-riddied flight sim Falcon 
4.0was £0 poorly received by consi. mers 
A uined out those worries had some 
foundation: Hasbro closed the MicroProse 
studios in Alameda, California and Chapel 
Hill, North Carolina, in December 1989. 

‘A two-year pariod of relative stability 
followed and there was ho 
Infogrames bought Hosbro Interact 
$100 million. As with many takeovers by 
the French publishing giant, the MicroProse 
name was dropped and all games were 
released Under the Infogrames nara 

The MicroProse name tinued in the 
UK for a while longer, Grand Prix 4 was 
released on 9 Cctaber 2002, end it was 
the last Formula 1 racing simulator released 


fe for 


by Grammar 
The UK 
‘e month earlier 

"It was a real shame,” says programmer 
Mark Reis. "| was at MicroProsa’s UK 
headquarters for a short pried i 
\ctober, The people were all greet 

My understanding is they had different 
way of doing things thet worked well 

and that as long as there was profit, Bill 
was happy. There were some gems 
coming from England ~ Worle Circuit really 
pushed the technology, t 
games were great and they took Sia's 
Tycoon series to the next level. I'm sorry 
evemis came up in the US that required a 
prer 

The MicroProse chapter came to an 

end in Novernber 2003 when Infogrames 
—by naw renemed Atari— closed! the 

Hunt Valley studio in Maryland, This was 


and the MisroProse labal 
tudo, how’ 


vor, had boon closed 


ne Chris Sawye 


ature departure 
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| MicroProse's onginal location and it marked 
he end of & highly succassful brand 

| And yet tne story doesn't stop there 

| Firexis continues to this day and Interac 

|, Magic is now nsetainmenx Nework. Bi 
| 

| 

| 
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has launched Thriller Publishing with the 
m of creating @ new reft of simulation 
mes, MicroProse was the seed which 
allowed videogaming to flou 
Vallay, Maryland and it was behind the 
cargers of s0 many of tha mast established aa sepestoae nen 
ames in gaming today, Forall ts troubles, _ ®Uttonesecrraess ore 
298 will be colobreted forever Sieres doen 
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oe Lee ea ae Bee Gs — Se ae 
model was launched of the A1000 that desktop offering Amiga variation on the A2000. attempt to capitalise Commodore's new the low-end machines biggest mistakes, the 
‘in 1985 as a desktop: ‘condensed the desktop used very similar ‘This onefeaturedtwo — onthe growing CD- generation of machines with the introduction of A600 was a smalier, 
‘style machine. It was computerinto any hardwaretothe A500 floppy drivesrather ROM format was this ‘touse the Enhanced the ASOO Plus. As wall sleeker redesign of 
‘extremely expensive all-in-one keyboard: but it was designed, than the usual singular unsuccessful home. Chipset (ECS), which  asthenewchipset,it the A500 Plus, with 
and, unlike the iater device, This was a ike the 1000, to look one and did not come: ‘entertainment device, was designed to used new versions of new expansion ports 
models, the operating much more affordable fikea sevious business withahard disk drive Basically an ASOD improve the hardwars's the operating system, andthe abilityto add 
‘system was notloaded Amiga and thetirst machine. Unlike the asstandard. A HOD use of business which rendered an internal hard disk, 
‘into aROM. Instead it to gain widespread A1000 however, ‘could, however, be ‘software, The machine Itwas designed to 
‘came on a‘loppy disk, use among normal foatareda numberof installod with an aninteractive video _—itsulffeatwred afaster totally incompatil expand the lifespan 
which actually had to’ consumers, twas intornal exparsion upgradekit-which player than a computer. processor,mareRAM, Themachine wasnt af the ageing ASOO 
‘be manually installed —alsothe first Amigato —_ports ané even had actually makes the ‘Unfortunately itfailed — two floppy drives anda released inthe US ond hardware, butit just 
‘into your machine truly capitalise an its ‘the ability to upgrade A150 slightly bener Ao live up to its Iolty herd drive, alt stored in was discontinued after ended upalienated 
gaming potential, the CPU. than the A2000. promises. adesktop case. justa year, consumers 
- ; c L - 
amanas9:| A =). Se 


for the videogames crash ©” 


of the many setbacks that would eventually come to define the 
Amiga’s history. Looking to expand the business in a credible 
‘way, Morse asked Kaplan if he would approach Atari founder 
‘Nolan Bushnell about becoming chairman of the board. Upon 
‘the meeting, Bushnell instead convinced Kaplan to leave, 
saying that the two would make more money if they started 
‘their own project. Sadly Bushnell soon lost interest and a 
jobless Kaplan was forced to go back to Atari and ask for work, 
while Miner was left wondering what to do about Hi-Toro. 
Moving into Kaplan's position of Chiaf Engineer, 
Miner found himself at the helm of Hi-To 
and took the opportunity ta push it in 
his own favoured direction, Where 
‘once his bosses at Atari had denied 
him the opportunity to use the 
68000 processor, he now had the 
freedom to build it into his new 
machine, which he wanted to be 
a fully-fledged personal computer. 
Hi-Toro’s investors disagreed 
however, and insisted that the new 
machine remain a games console. 
Miner went along with their plan but 
surreptitiously built expansion ports into 
the console so that it could be modified into a 
computer ata later date, 
In order to keep the company ticking over while 
working on its ambitious new console, a part of 
Hi-Toro split off info a subdivision to work on Ateri 
2800 gamos that could be released quickly for a fast 
and reliable source of income. Under the trading name 
of Amiga, used because Toro belonged to a Japanese 
gardening technologies firm, the company produced three 
games for the 2600 as well asa controller called the Joyboard, 
‘which was used by standing on itand leaning from side to side. 
The 2600 games were completed in 1983, just in time for 
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The 2600 games were completed in 1983, just in time 


deogames crash to sweep the Atari market from under 
Amiga's feet, Very few of its garnes ever made itto the shelves, 
which dealt a severe blow to the company's finances but, 
ironically enough, it came as welcome news to Miner, With the 
American console market now considered dead by the industry 
and retailers alike, it would have been suicide to develop a 

new games machine — especially one as expensive as a 68000- 
based model would have been. 

With Amiga and its investors finally singing from the same 
hymn sheet, Miner forged on with his computer prototype, 
now code-named Lorraine, and the initial test model was 
campleted in September 1983. Built from several bread-board 
sized PCBs wired together, Lorraine appeared to be something 
of a monster, But to those who understood computing, she 
was a thing of beauty, Not only did the computer featurs the 
super-fast 68000, butit also used three custom chips — dubbed 
Agnus, Denisa and Paula~ that would regulate and control 
different functions of the machine, cleverly taking a lot of strain 
‘away from tha processor and RAM. 

The way inwhich modern computers use graphics cards, 
sound cards and all number of dedicated processors is 
somewhat similar to what Amiga was doing for the first time in 
1983, so it was clear that Miner's vision was an innovative one. 
And these innovations were not limited to just hardware either. 
Asa personal computer, rather than a games console, Lorraine 
would need an operating system — and it found one with 
Intuition, a cleverlittle user interface designed by ex-Williams 
arcade engineer, Rd Mical. 

Later known as Workbench, Intuition was one of the first 
Graphical User Intorfaces ever released for commercial 
purposes, following the 1984 release of Macintosh’s Desktop 
in just under a year, Astonishingly simple to use, Workbench 
took commands that would previously have been made in text 
prompts and translated them in to visual signs that anyone 
could understand. With files and programs stored in drawers 
that opened and closed when you clicked on them, and a 
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Those readers old enough to remornber may rocal that 
the European release uf ta Amiga 1000 sullered a delay 


The strategy worked. Amiga 500 was a great computer and 
‘2 popular one with consumers, Commodore couldn't take 
the whole credit, however. Much of the Amige's emerging 
popularity could be attributed to unexpected support from 
Electronic Arts, Then led by Trip Hawkins, EA had pledged to 
develop the best possible games for Amiga, just as it had with 
C64. But it was EAs first release, actuslly 2 pice of software 
rather than @ game, that proved to be the most important. 
‘That software was Deluxe Paint, an extremely innovative 
and user-friendly digital paint/animation package that was 
widely adopted by ather games clevalopers and became 
instrumental in creating amazing-looking games for the 16-bit 
‘computer. Some of the best UK developers around, big names 
like Sensible Software, Bullfrog and The Bitmap Brothers, all 
moved onto Amiga in 1987 and began churning out incredible 
new gemes that would make the A500 the must-have system 
of its time. Martyn Brown, who founded Amiga specialists 
Team17 in 1990, outlines why the computer was $0 attractive 
to developers: “Tha Amiga offered a tremendous level-playing 
field to the casual/small developer”, he explains. "There were 
no license fees, no dev-kit, no enormous resources required. 
Reeause af this, people were able to develop what they wanted 
and how they wanted, leading to lot of creativity but with far 
better results than in the previous generation.” 

The year of 1987 was indeed a defining year forthe Amiga, 
‘but it was also the year in which the first act of the company’s 
story truly came to a clase, Seeking more control over the 
‘company, Commodore chose to close down Amiga’s offices 
in Los Gates and move all of the staff to their own HO in 
‘West Chester, Pennsylvania. Many of Amiga’s biggest names 
declined to move end chose to separate from the company 
they hed helped nurture. RY Mical was one of the firstto go, 
choosing instead to became an independent Amiga software 
contractor. Jay Miner left too, though he did maintain a role as 
a Commodore consultant for the remainder of the company’s 
‘existence. From here on out the Amiga’s fate was wholly in the 
hands of Commodore, For better or worse. 

One of Commodore's better decisions was to operate the 
Amiga business on two tiers. Each hardware iteration would be 
produced in both affordable home and expensive professional 
Variations. This began with the dual release of the Amiga 500 
and the Amiga 2000, and was a great way to maximise the 
sales of one single technological standard by appealing to 
two very different markets at once. Its other major advantage, 
perhaps through tradition rather than considered intention, 
however, was to keep the Amiga as an ‘open’ platform. This 


‘fsx months. Butdo you know why? The reason isthat a 
disgruntl 


led employee of the original Hi-Tora group was sa 


_Bngry about Commartore’s failure ti 


0 marketthe machine in the 


‘USthathe foaded a hidden message into the computer's ROM. 
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rebellious programmer was protesting against. 
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MARTYN BROWN, FOUNDER OF TEAMI7 


meant that any developer could create, produce and sell 
software for the machine without having to gain a licence from 
(Commodore and without having to buy into a proprietary 
media. This proved extremely useful to games developers at 
the time, especially as competing games machines like the 
NES and Mega Drive required both a licence and expensive 
cartridges from the platform holder. Self-publishing was 
simply out of the question on consoles, but on Amiga it was a 
gloriously attainable reality. 

The ease with which developers could produce games for 
the Amige meant that it soon amessed a gigantic cataloque 
of software that could thrive on the market, regardless of 
‘Commodore's actions. Which was probably for the best really, 
asthe company soon began a decision making process that 
would eventually lead to its own downfall. Though the twin 
guns of Amiga models 500 and 2000 had proved popular 
there was one voice of dissent and, ironically enough, this 
voice came from Jay Miner, who advised A1000 owners: 

‘not to upgrade. He believed that the 2000 didn’t represent 

a significant enough impravement on the 1000 and was 
embarrassingly out of step with general computing standards 
by the time of its delayed release. 

Amiga’s ability to move with the times continued to diminish 
over the years, despite the best of intentions. The A500 had 
admittedly spawned and maintained a huge videogame 
industry and the A2000 had proved extremely popular in 
the animation industry, most notebly on the Babylon § and 
Robocop TV series. But that couldn’t last forever. Commodore 
was aware of this and quickly moved to create new hardware, 
but unfortunately the new mechines it chose to make were 
poorly thought out. 

The Amiga 1500, a UK-only model, contributed nothing to. 
the format’s future, while the CDTV, and carly multimedia box 
(worthy of its own in-depth feature) ras 100 far shead of its 
time and so poorly marketed that it went unnoticed by the 
general public. A more worthwhile stab at self-improvernent 
came with the Enhanced Chipset found in the A004 and 
‘A300 but, again, this was far from the major leap in power 
that was needed when Microsoft's Windows 3.1 was justa 
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year or so away from taking a serious grip of both 
the home and business markets. All of these new 
Amigas, which did nothing or little new, only served 
to confuse and irritate the consumer base - a 
situation that was made worse with the arrival of 
the A600, a miniaturized A500+ that locked cool but, 
again, was really nothing new. Arriving just months 
before the real new generation of Amigas, the A600 
was a colossal waste of time and must have taken a 
massive chunk of Commodore's money and flushed 
it down the drain. 
In 1992, the much-needed new Amigas finally arrived. 
Commodore had initiall 


en working on the AAA (Amiga 


“computes: song points 


‘Advanced Architecture) chipset, which was designed by Chief 
Engineer David Haynie, but the project wes moving slowly, so 
a lower-grade machine was put outs a stopgap. Choosing 

to release two variants once again. Commodore released the 
‘A400 for business use and the A1200 for home use. Both used 
AGA (Advanced Graphics Architecture) and represented a 
significant leap over ECS. 

Compared to previous Amigas, AGA allowed for some 
fantastic looking games, including some incredible 3D 
accomplishments but, once again, they were considered 
obsolete the moment they hit the shelves. Many considered. 
the 68020 processor too siow, while it soon became apparent 
that a lack of a CD-ROM drive or a dedicated push to get Amiga 
online would hurt the format in the near future, 


One ef the reasons for Amiga’s downfall was that it never truly 
‘moved with thetimes. Why. fot example, did the company 
never cash in on the extremely important laptop market? 
The blame lies with Marshall Smith, « one-time Commodore 
CEO who was responsible or some of the company’s bigaest 
mistakes. At the 1985 CES. Commodore was showing offs 
prototype of its first ever portable computer —a compact 
LeOD-screened wonder that impressed attendees so much that 
15,000 orders wate placed thal very day. The computer was, 
aver produced however, because the CEO of Tandy itsel 3 
producer of portables, took Marshall Smith to one side and 
‘conned him int heliaving that portable compaters would 
aver soll. Smithimmediataly cancelled the project 
‘and shut down the entire portable rescorch ond 
$B) evelopment group The company never tried a 
Produce a laptop ever again and the Amiga missed 
‘out on a model that would have made it much more 
relevant to users, particularly inthe 1990s, 
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"We were really excited about 
AGA Amigas”, says Martyn Brown, 
“but if was unfortunate that it 
perhaps came a little too late to 
save the machine as other systems 
appeared.” Team’7 produced 
three games exclusively for AGA, 
including the technically incredible 
Alien Breed 30 Il. "That game was 
essentially Quakeon an Amiga 
back in 1995/96", Brown recalls. 
“"|think it underlined the problem 
that ifa super-powered Amiga had 
appeared around 1999/1994, then 
it may well have not only survived, 
but gone from strength to strength 
asthe PC market boomed.” 

Behind the scenes, Commodore 
had produced thee AAA 
prototypes, but in 1993 the 
‘company made the smart decision 
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‘of scrapping the aging project and starting 
afresh on a system so advanced that it 
would set the standard upon release, 
The system was codenamed Hombre 
(another Spanish word for friend, except 
male) and was intended to be a 64-bit 
RISC-based computer, built with both 3D 
and multimedia specfically in mind. Due to 
bbe designed by Haynie, in conjunction with 
Hewlett-Packard, and intended to take the form 
‘of both games console and computer, it could have 
revolutionised Amiga. But, alas, it was never completed. 

In April 1994, just 2 few months after the ambitious release 
of the first Amiga games console, the CD32, Commodore 
was declared bankrupt and ceased all operations. In many 
ways this didn’t represent the end of Amiga. Developers 
continued to produce games for many yearsto come, ret: 
like Electronics Boutique continued to stock software until 
around 1998, and Amiga-dedicated magazines survived on the 
newsstands, remarkably, until the new millennium. But without 
any new Amiga hardware on the horizon, this unique afterlife 
was destined to dwindle. 

Fora time it did look as though Amiga might survive after 
the death of Commodore, just asit had existed indepandently 
before 1983. The majority of Commodore's assets were soon 
acquired by Escom, who continued to produce A1200s until 
1996 and manufactured e tower version of the A4000 in 1995. 
Escom spoke of licensing the Amiga technology to different 
manufacturers, effectively opening the machine up to IBM 
PC-like proliferation, and a new CD-based desktop machine, 
dubbed Walker, even featured on a 1996 CU Amiga cover. A 
sub-division of Escom, named Amiga Technologies, was set up 
but little of note happened for months. 

In 1997, Amiga was auctioned off to the highest bicider, 

PC manufacturer Gateway 2000, and was renamed Amiga 
International. Under Gateway, the company produced a new 
operating system, Amiga OS 35, for the classic machines 

and plans were continued to license Amiga hardware, now 
Power PC based, to several companies. Again, however, very 
little actually happened and Amiga found itself in the hands of 
another owner, Amino Development, in 2000. 

Amino Development was renamed Amiga Ine and from 
there things get extremely complicated. In the years since 2000 
the Amiga name has been used to brand some minor mobil 
and web-based software called Amiga Anywhere, while a 
small effort has been made to create new hardware. Amiga 
Inc contracted a company called Eyetech (made up of former 
Commodore UK employees) to produce new hardware, while a 
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separate company, Hyperion, was charged with programming 
Amiga OS4. The hardware, a PowerPC computer called 
‘AmigaOne, was completed and scld in very small numbers in 
2002, while users had to wait until December 2006 forthe final 
version of OS4, 

The existence of new hardware may seem like a big 
deal efter all those years, but since the AmigaOneis both 
incompatible with classic Amigas and was produced in 
extremely limited quantities, it can be considered little more 
than a curio for hobbyists. It is an Amiga in name only. OS4, 
by contrast, has mare in common with the original vision. 

Its features can be considered a true evolution of the original 
Workbench ideas end the fact that the OS works on both 
PPC-enhanced classic machines, as well as new hardware, 
certainly makes it feel like a member of the family, Orat leasta 
distant relative, 

Rumours abound that Hyperion are working on a PPC Apple 
Mac version of Amiga OS4, but Amige Inc itself claims thet it is 
currently working on an Amiga OS 5 that will run on multiple 
computer systems, New hardware is even said to be on the 
way ~this time from ACK Software Gantrols, which announced 
two new models in 2007. Its plans ta produce a Basie Amiga 
at $500 and a Power Amiga at $1500 are scarily similar to the 
business model adopted by Commodore during the height 
of the Amiga’s popularity. But we'd be foolish to let such a 
similarity convince us that anything worthwhile will come of 
these new developments. 

Though the Amiga name lives on, and js still invested in the 
produstion of original hardware and software, it ie a far cry 
from the company that began life with the work of Jay Miner 
and RJ Mical. And that's how we'd prefer 1o remember Amiga. 
Not as 2 confused mess of IP ownership and rights, not as the 
tragic failure of Commodore, hut as a computer that was totally 
unlike any other and one that spawned one of the greatest 
videogaming eras. 
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‘Atnue rags-to-riches story TeamtT is emblematio ofthe Amiga’s 
‘mportanceto the games industry as 2 whole, Formed by an alliance 

cof shareware coders and managed by Martyn Brown, who previously 
ren shereware distributor 17 Bit Sohtware, Teamt7 took its bedroom 
programming prowess ond hernessed itto became a truly world-class 
\fevelopor and publisher of Amiga software, Early hits ike Full Contact 
and Alien Breed secured ita place inthe hearts of Amiga ans — hat it 
‘was Team's decision to help develop Andy Davidson's Worms project. 
When nobody else would, tht made itroally rich, The team is ell around 
‘cia, is stil independent, and is even working on a new Alien Breed 
(or release later hes year, 


One ofthe coolest developers on the Amiga, The Bitmap Brothers: 
cleveriy buit an identifiable style into their games so that you could tell 
‘something was made by them just by looking att. Chunky visuals with 
metallic effects and earthy textures gave Bitmap games, like Speedball 
2.Gods andthe Chaos Engine, a unique lock that stond them apart fram 
anything else on the Amiga. Sadly, The Bitmaps was ono publishing 
house that never really found a way to survivo after tho death cf Amiga 
‘They clung on to the bitter end, releasing the exclusive Chaos Engine 2in 
1896, hefore slowly failing away inthe PlayStation and PC days. 


‘As both a developer and publisher the Liverpool based Peygnosis was 
responsible for avast numbsr of classic Ange days and biped nurture 
talent across the British games industry. Undor its umbrola were DMA 
Design (Lemmings, Walken Bizarre Creations (Killing Game Show. 
Wim Li Traveller's Tales Leander) and Raflections (Shadow Of Tho 
Beast) All of these developers survive within the games industry to this 
dey, some under different guises (DMA became Rockstar North), wile 
Payanosis itself was acquired by Sony in 1999 ater the phenomena! 
‘success ofits WipEout series, 


there's one developer that canbe held responsibletor Amiga's success 
‘#50 games machine then its, without a doubt, Ginemaware. In 1986 the 
‘company released Defender Of Tho Crownfor Amigo and blew everyone 
away with emvezing 16-bit visuals ~ the likes of which nobody had even 
‘imagined until then, Defender O1 The Crown can arguably akethe credit 
{forthe phenomenal sales ofthe Amiga 500 in the tate-eighties, butt was 
Cinemaware’s later yomes that truly defined the developer. Classics like 
‘ItCame From The Desert and Wings continued ta do amazing things with 
the Amiga hardware and upheld Cinemaware's reputation for immersive 
cinematic experiences. 


Okay, s0 most of Lucasfilm’ classic games ware developed for other 
systems and then partad tothe Amiga, butits innovative graphic 
adventures wore still amang the bestities onthe system And wa 
refuse to believe there was a single Amiga owner that didn’t play The 
Secret Of Monkay Island at some point. Other classic roleases like Zak 
‘MeKracken Indiana Jones, Loomand Maniac Mansion made ucasfim 
fone af tha most ciorichod Amiga devalopers around and paved the way 
for other amazing Amiga adventures like Beneath A Stee! Sky and Sion 
The Sorcerer. 


‘Though Sensible Software attracted hugeattantion in its warly days 
thanks to G88 hits Wzhall and Stoorent-ap Construction Ki the 
rdeveloner remains best known for two incredible Amiga games to this 
dy. We refer, of course, to Cannan Fedder and Microprase Soccer: The 
formoris probably the only game ever made to actually make 
‘the RTS funto play and, siiarly, the Latter is ono ofthe few 
football games that sport haters could ever be convinced to 
play. Sadly, Sensible never quite ot beyond these two hits It 
‘spent 1892-2000 creating remakes until the studio closed, 
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Jon Hare, designer of seminal Amiga action-strategy game Cannon Fodder, 
explains to Craig Grannell why war has never been so much fun, along with 
providing an insight into the as-yet-unreleased third game in the series 


IN THE HNOU 
[ “ssseee | 
| 


PUBLISHER: RON 
'» DEVELOPER: SENSIS. E'SOFTWARE 
‘9 RELEASED: 1997 


» PLATFORMS: AMIGA CONVERTEDTO. 
300 ARCHIMEDES, iSGACT2 ATAR 
SST.GAMEEOYCOLOR JAGUAR. VEGA 
DRVE MOBILE PC, SNES 

1s GENRE: ARCADE, REALTIME TACTICS. 
ANDSTRATES! 


9 EXPECTTOPAYE!: 


No RETHOGAIMEH COLLECTION LUL4 


Nf ome games rightfully stale 
their place in history, referred 
to time and time again as the 

DP inspiration bose modern 
titles, Cannon Fodderis not one of 
them. Despite being one of the earliest 
titles of its kind, historians are more 
likely to oitetthe likes of Command 
& Conquer 2% leading the real-time 
tactics and strategy brigade. And yet 
Cannon Fodder arrived two years earlier, 
combining the unit management 
of Lemmings with the ‘considered’ 
bloodshed of Ikari Warriors (as 
opposed to the frenetic Commando), 
tightly wrapping everything up in a 
layer of deeply black humour, But 
although Cannon Fodder's story 
‘eventually became one of frustration 
for designer.Jon Hare, there’s no doubt 
that the game's development was a 
different matter. 


For the uniniticted, Cannon Fodder 
arrived to rave reviews in 1993, and 
offered a thoroughly modem style of 
gameplay. Entirely mouse-controlied, 
you take a small squad of soldiers on 
Various missions, exploring varied 
landscapes, blowing things up, 
tascuing hostages, and driving highly 
erratic vehicles. The squad can be 
split into teams, to provide cover for 
soldiers undertaking more hazardous 
manoeuvres, anc Sensible Software's 
typically liberal dollops of black humour 
ensured Cannon Fodder further slood 
cut from the crowd. 

The game's origins are largoly. 
forgotten to Jon today, but he thinks 
the seeds might have been sownin 
pre-Sensi days: “Chris [Yates, Sensi's 
co-founder] and | designed a war game 
on the beck of a wallpaper table: Lots of 


grids, with various troops and stuif, and . lem Sone 
a 
a 


some elaborate rules.” However, the 
‘gestation of the game also stemmed 
fromtwo other sources during Sensi’s 
early Amiga days. Mega Lo Manta, 
released in 1991, touched on war, ifnat 
‘ection, and the team wanted to push 
the war engle in a new game. Also, 
‘experiments with sprite tras proved 
Interesting. “That was the first thing 
we did for Cannan Fodder,” says Jon. 
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PEOPLE REALLY DO DIE" 


“There was this trail af sprites, which 
turned into solciers; and then we got 
tbullets coming from multiple people.” 

Jon's keen to downplay certain 
aspects af his creation. For example, 
he doesn't consider Cannon Fodder 
particularly innovative - “It's not that 
different from all the old Rambo-styie 
games, and it’s fairly obvious and 
basic combat game” - although he 
remains jaro af the troop idea. He also 
dismisses praise regarding the mouse- 
based control method (click to move to a 
point, right-click to fire, left and right-click 
10 fire 2 ‘spacial’ weapon), nating that 

“we were used to using configurations of 
buttons to do things in our games, end 
this was an extension of that, really. It's 
all pretty obvious.” 

What Jon's keener to talk about 
is design, the area in which he feels 

Cannon Fadderis most suceasstul 

""Level-design-wise, i's the bast game we 
ever did,” he says. “From a design point 
of view, it's quite calculated. | remember 
drawing the maps with coloured pencils 
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ina Chelmsford library, and we worked 
‘out all of the features of the game at the 
start ~ traps, spikes, tanks and things 
you could climb into. | made a conscious 
effort to ensure that in every level of 
Cannon Fodder you saw something new.” 
ForJon, this wes a key aspect of the 
game — there’s always a reason to push 
forward, because every level provides 
‘something you've never seen. This might 
be a new pisca of hackgraimnd, a new 
weapon, or a hew experience, but there's 
always something different, “That was, 
important to me, to reward the player for 
getting past each stage.” says Jon. "By 
adding new features and then mixing 
up the size of maps, length of missions, 
number of men, and terrain types, you 
‘get variety, but also a sense of progress.” 
The viewpoint, borrowed from 
Sensible Soccer and Mega Lo Manie, 
combined with tight level design 
provides a tactical component to Cannon 
Fodder, adding depth over the run-of-the- 
mill rar~’n'-gun games like Commando 
that peppered &-bit platforms. Running 
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around gunning dawn enemies doesn't 
get you far — instead, you can and 
must look ahead, decide what to do, 
determine whether to split the troops. 
and use all available resources to your 
advantage. But with so many elements 
added to the mix, was the game 
difficult to get right? “Cannon Fodder 
is just enother example of a game with 
a universe that has a bunch of laws 
attached to it in terms of how everything 
works. As long as you get those laws 
‘solid and take your time, everything 
Sorts jtself out,” claims Jon. 
‘We ask whether Sensi's usual 
‘complete every level once and move on’ 
testing method was employed, which 
he corifirms, noting that with Cannon 
Fodder, the team ensured the game. 
mechanics were nailed down and thet. 
each level could at leastbe completed 
with fairly junior guys. And we then 
mention mission eight, where the 
difficulty curve suddenly became @ wall. 
“it’s the most riciculous use of Cennon 
Foddar's game mechanics, and it's 


POP | 


STAR 
Cannon Fodder’s soundtrack 
included an insanely catchy 
White reggae number with 
‘Jashings of biack humour in its 
lyrical content. Along withthe ° 
‘song's title, Wart Never Been So» 
‘Much Fun, was the couplet “Go 
“upto your brother all him with 
‘your gun/Leave him lying in his 
Uniform, ying in the sun." 

“This mix cf jaunty reggae 
‘and sombre lyries hammered 
home the game's satirical edae. 


‘“*Tve been writing musicsince! 


wes 16, and Chris andl were in 
loads ofbands," explzinsJon, 
Who wrote the intial version of | 
the Cannon Fodder scna, which 
‘comprisad a bassline, two guitar 
shards end some vocals. , 
Reguler Sensible collaborator _ 
Richard Joseph then knocked 
itinto shape, "He got all tho” 
fparts down, anid we added bits 
‘of hoaand perauacion and 
elements of arrangements,” 
says Jon. “Rich then very 
Cleverly broke it up into 
samples, and made itwork 
within the technical limitations 
ofthe Amiga.” 
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, ©6h— —_|_._ Out NOT panicking in a crisis,“ says Jon, 
adding, with more than ¢ hint of wryness, 
thatit’s his favourite lavel, 

Elsewhere, Jon’s approach was 
surprisingly hands-off. With previous 
i y" titles, he'd been responsible for most 
if game visuals, but Stoo Cambridge took 
Y those particular reins for Gannon Fodder. 
. “The graphics were based on the style of 
Sensible Soocerand Mega Lo Mania, but 
Lio added his own style toi,” recalls 
Jon. “He was very much into cartoony 
stuff, and so some of his humour. came: 
through, which is good.” 
Humour was apparent in mast 
Sensi titles, and Jon considers that the 
company’s approach was to be not too 
serious about what it was doing, but to 
keep things clean, “This approach was 
similar to Nintendo's — the games were- 
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‘fairly humorous, but we were always 
thorough about making everything 
polished. Our treatment of Cannon 
Fodder vas about as light-hearted as 
you can get for a war game, while 
covering a serious issue. | guess it 

was ust our style.” 

When Cannon Fodder was released, 
‘Amiga owners bought it in droves. It 
leap! to the top spot in the all-format 
charts, and reviewers couldnt heap 
enough praise on the game, typically 
awarding stores higher than 90%. Not 
everyone wes as impressed, though: 
the game's humour and poppy usage 
hit anenve. The British Legion wes up 
inarms, andthe Daily Starstarted a 
campaign to sink the game, quoting 
such gaming lurninaries as, erm, Sir 
Menzies Campbell MP, who waffied “It 


GAMES BEING 
T IN THE PAST, 


AND OUR APPROACH WITH CANNON FODDER WAS AS 
THAT" 


is monstrous that the poppy should: 
be used in such a way." 

Jon is unrepentant about the 
criticism that was levalled at the game 
by such quarters: “What irritated me 
is that they'd obviously not played it.” 
When we suggest perhaps Sensi was 
courting controversy, Jon disagrees: “| 
think we did the opposite. 'd not seen 
a game up Until that point that focused 
so much on the people that actually 
died, and the idea that in war people 
really de die, Wenamed everyone and 
showed all their graves on the Boot 
Hill screen, That effect really works 
for anyone who's played it for any 
fenath of time.” 

He also reveals that forall ofits 
bluster, the British Legion was most 
eoncerned with tights issues: “Busically, 
they were annoyed that we had used 
their poppy. in the end, they said 'f you 
give Us 500 quid, we'll keep quier, and 
s0 we paid them off” Jon notes that 
he's never bought a poppy since: “I 
bought all of my poppies in 1993, end | 
actually thought f*** them —they come 
on all moralistic, and you can pay them 
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off with 500 quid... There’s'a big lesson 
there about how companies work...” 
Although the reaction of politicians 
and the non-gaming press left a bad 
teste, Cennon Fodder persevered — for 
atime at least, Conversions for 16-bit 
consoles in 1994 remained somewhat 
faithful to the Amiga original, as did 
the Game Bay Color release in 2000. A 
sequel also appeared for the Amiga 
in 1994, with Retro Gamer's Stuart 
‘Campbell on level design. “Cannon 
Fodder 2.was our first attempt at 
delegating design elernents. Stuart 
worked with the artist, and the game 
Used the otiginal Cannon Fodder engine” 
says Jon. "To be honest, it wasn't 
managed as tightly as I'd have liked, in 
‘terms of art and level flow, but think 
Sensi went through a period of being 
greedy, trying to capitalise on its success, 
in terms of how many products were 
being simultaneously produced. Cannon 
Fodder 2 suffered a little becatse of that” 
Sadly, the third game in the series 
has yetto materialise, despite several 
false starts, and despite Jon working 
on Cannon Fodder 3 being part of the 
deal he struck with Codamastars when 
‘the publisher bought Sensible Software 
in 1999, “This is a source of great 
frustration for me, because Cannon 
Fodder 3had a full design ~andit’s a 
great design,” says Jon, who's only too 
happy fo share what might have been. 
‘The basis of Cannon Fodder 3 retained 
the idea of a troop fulfling objectives in 
varied environments, but the scope was 
bigger. "The individual soldiers ware 
brought out more ~they were different 
and there were experts in different 
fields," says Jon, adding thet characters 
grew with theirskills. “And the plot was 
great —all about being world peace 
force, aiming to overthrow six despotic 
forees around the world, each of whieh 
had its own disaster condition, such as 
successfully building nuclear missiles. 


ayy 


But as you could only fight one ara time, 
problems elsewhere got worse, raising 
the difficulty level there.” 

Jon notes thet the concept highlighted 
the personality of the despots and 
soldiers, and the game's visuals, which 
had a kind of 3D Disney-esque feel, 
would have further orought that to 
the fore. He also makes comparisons 
with Bond, talking about tiny Canrion 
Fodderguys climbing mountains, finding 
‘experts and adding them to the team, 
abseiling dawn the other side, and then 
meeting a guy coming the other way 
with a tank. “It was really enjoyable to 
work on, and it’s a pity it never went 
anywhere,” says Jon, adding that he 
preferred the game to the original 
‘Cannon Fodder Retro Gamer suggests 
a visit to Codemasters’ headquarters 
to ask whatit’s playing at not getting 
thie game out right now, but Jon thinks 
the serigs’ time has been and gone: 

"Cannon Fodder.. it's old now, and | don't 
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know whatelse you can da. Sometimes, 
you just have to leave it" 

Perhaps Cannon Fodder will rise again, 
though, either as @ hancheld-based 
remake or en entirely new tide, ancl its 
rightful place in history will eventually. 
be confirmed, once people realise the 
‘American pretendats of the day didn't 
actually come first. In the meantime, we 
sti have one of the best games ever 
mate to pley via various means, and Jon 
has some great memories of working on 
the classic Amiga title, "The humour and 
things lke the video we made defined 
what Sensible Software wes about as @ 
company, and | really miss those times 
when you could just do something tke 
that off the top of your head, and not 
just get away with it, but people would 
like it,” says Jon. “People talked about 
computer games being the next rock ‘n’ 
roll at one cismal point.in the past, and 
our approach with Cannon Fodder was 
aS near as anyone raally got to that." 


“MAKING ) 


To atigment Cannon Fodder’s pop song (see Pop. 
‘stars’ boxout), Sensible Software created a video 
for tis CD32:version. “We'd been doing our awn 
promotion for a while and thought it be fun to 
‘do # promo video,” recalls don, noting that Sensi 
had suitably band-jike six people at the time, 
“The video cost very litle —a few hundred 
quid," says Jon, who remembers working with a 
local news-station cameraman, getting uniforms: 
from the locel fancy cress shop, hiring an army: 
‘Vehicle (with driver) and then looking for a 
shooting location, "We found field with poppies 
in, and the old lacy who owned it was happy for 
Us to film there,” says Jon. “We were quite lucky, 
really, and it’s ancther example of how things 
sometimes just worked well ~lwrote @ script and 
a bunch of scenes, we filmed it, got it home andl 
edited it, Then again, | did drama at college, ancl 
‘80 music an theatre are pretty normal to me.” 
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Sega's Saturn 
isno stranger 
to expensive 
games, with Radiant Silvergun and Panzer 
Dragoon Saga rarely leaving you much 
change, if any, from £100. Despite that 
rather princely sum of cash there's a 
Satum game which continually sells for 
even larger piles of money, and unlike its 
peers it continues to climb in price, 

That game s Tine Warner Interact 


Shinroi 


ive's 


satsushy Taromary~ more commonly 
known as Psychic Killer Taromary, Spint 
Kier Taromany, Psychic Assassin or for the 


and begins 


2 floating fog, the gia 


to suck foth yau and your floating 
ter yaulve been epat aut — losing 
fair amount of energy along the 
ay ~ youre eyertusly pelted with 
sdspawn uit the whale prouess 
beating 6atin. Even the froq's deo: 
respite for you 


ines 


ust then batt 


ulcers and disgusting segment 

WorThs in order to eafn you! 

freedom, Gruesome, Uritiane stot 

that rever gets tring no ms [Serun You cans ithereturthisbackeround actualy spies 
any times we play throught 


‘soundas youre movng ong looks bsoliey ten. 
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JUSATSUSHI 
_ TRAROMARU 


Why Time Warner Interactive's ninja game deserves your full attention 


PRESS. START 


sake of this ar 


just Tomens—andit's e 
truly spectacular effort from e corrpany that 
had barely found its place in the videogame 
industry before it wes quickly Doug aut by 
Midway Games. Of course, some would 
argue that oblivion ts suitable fate for the 
studio that unleeshed the likes of Cheese 
itarring Speedy Gor 
the world, baa the briliance of Psychic Kiler 
Taroman argues otherwise ard, while i's nat 
exectiy n the same league es Saga or Sivegun 
nevertheless a lo tha 
the machine should experience. 
Taromaru quite frankly looks stunning and 
it features a level of graphical tickery thet 
you'd ustially expect lo see fram a Treasure 
litle — interesting Hiroshi luchi, one of the 
grzohicarisis, worked on the likes of Gunstar 
Hames befere returring to Treesure. Granted, 
it doesn't boast the most colourful of palettes 
tout constantly manages to impress wath 
its sheer verve and audacity. Scaling, rotatien, 


fans oi 


trensparancy offects, amazing looking 
—an insene amount o/ spectaculaHooking 


effects contnuelly assault your battered retinas, 
and while some might argue that certain 


PRESS SIARI, 


»{Saum] This slleonaceadoraly bectes or shige sheet 
of lanes that nets tobe junned rer. Imaressice stu 
sprites look a Iitle rough eround the edges 
do — they'll stil be picking their jaw off 
the floor by the tine they've sean avery last 
bboss and level 
Uilisng 2 2.50 structure that has proven 
popular with more recent releases like 
Viewaitl Joe, Ulrrete Ghosts ‘N Goblins and 
Castlevania Chronicles, Taromanis levels are 
lust as impressive es its visuals, with your 
Ning battling through a venety of ciffer 
re he finaly reaches 
Quaint Japanese vilages, 2 teacherous boat 
crossing, a desperate ‘ough a buring 
bouilding — the list goes on and an. Grae 
many af the leveis are faiy gone in th 
structure and have been seen a hundred times 
before in similar games, tut they’ 


gpal 


If Taroranls intricately detailed levels and 
beauiifuly anmated sprites press you, 
then just wait unil you witness the ridiculous 
amount of amazing bosses that ate corstertly 
thrown at you. In anather nod to Treasure, the 
many bosses you face are designed 


fore you can 
feature devious ettack patterns, meaning it 
going 79 take a feir ammount of working our, end 
damage, before you discover the bast way of 
defeating them, Fire-breathing 
undead spiders, pulsctng 0 
floating face: 


es, demonic 
the list goes on and on and 


‘youll find yoursef constantly persevering with 
Teromards often fiddly convls, if enly so you 
can see what the neat bizarre creation is. 
Indeed, the only flyin this exhonwise 

excellent intent of onental shenanigens 6 
hat Taramae/s controls can be 
le the game 
fun think Shinobi crossed wi 
Drive geme Alisa Dragoon 
take a hell ofa while to get used to and, for 
many, won't justify the £200 pa 
goes for, Unike many other Shinobes 
games, you actually control an icon that floats 
lazily from enemy to enemy. Pressing the B 


abitch et times. W 


n will attack foes, while continual stabs oF 
con will tum certain enerves to your 
ally detested 


have a mind ofits ewn and wont necessarily 
an to the biggest threat (although you can 
sect i jpponeis manvaily), which 

can be a bit of a pain, est 


‘t move whist fring - unless you'r in 
the air— which instantly makes you an easy 
fargat. Now, some would say that this simply 
dds 10 the challenge, and while th true—to 
‘an exient —it just makes cornbat in Tarornaru 
enitactually needs tobe. sa 


to run in that drection, the C button handles 


Jumping [hold down first fore Castlovanastyle 
slide move), while the Y bution - or ¢ quick 
double tep down — throws un a handy shield 


that blocks most eneny attacks, 


Anathar issue with Tarornans its 
difficulty level. Sharing al the hallmarks of 
an arcade game, Teromaru bes ridiculous 
difficulty spikes that can be real chore to 
play through if you flying solo (the adkition 
‘0 @ second player obviously makes ¢ huge 
amount of difference). . As with mos: 
porsevoranco eventually pays off andit won't 
be long before you can use the evaileble 
credits to fully complete Tarornary, but it's 
cerainly frustrating while youe doing so. 


me fer easier and 


Luckily, things F 
when you have @ friend in tow, butwe 
help wenderng how much better Taromiaru 


would have fared if pontrols were: litte 
bit tighter. 

Don't getus wrong, Shinreishasatsushi 
Tarornan is not & poor game by any stretch 


Ws jus 


of the imaginati that compared to 
many of the other big hitters in the Setm’s 
back caralogue, itjust doesn't have quite 
the serre quality attached to it, especialy 
considering is huge price tag. It's cefiritely 
worth experiencing, smply becaus 
the machine in drections that only Trea: 
would have thought cf but you're goi 
have to have very deep packets in order to 
appreciete everything Time Wamer's game 
has to offer 


pushes 


tun Aether dificult 
oat har anighmate 
You noe to stack whist 
saying withinthacting gop 


ESarrn! The eons are 
tly to baat, but 
rls youve masts 


2 8) yc08 WY 
now? 


Red. Moon becanre the inspiration for one \ 
>, of Oliver Freys greatest crash covers. \ 


"LEVEL 9 


Paul Rigby takes a look back at the life and times of family- 
run developer Level 9, one of the most highly regarded 
creators of text adventures in the UK... 


e to Knight Orc, copyright (c> 
om paves 9 Computing and 
€This Version allows you to 
SAVE and RAM RESTORE to save a 
in memory, and OOPS to take 
moves). 


(Shift? 


[064] The ‘Oops command was rest wey eredang tad moves endwenton to eppeatin many Lev! ties. 
he text adventure was 
a tough genre to crack 
successfully. Itrequired you 
to stuff next to no RAM with 
an advanced Al, an able and 
comprehensible parser that could 
|| communicate successfully and 
sensibly, and design a world that, 


games, but did so with consistency 
~Level 3, 
Often seen as the Brith version af 
that other great adventure softwere house, 
America’s Inf use of its 
extensive catzlogus, innovative epproach to 
design and complex puzaes, Level 9, infact, 
n life seling a lanquag, BASIC, besed 
no matter how bizarre the subject Upon a rather ‘basic’ computer — the Nescom 
matter, made sense. Never mind tho UK's most sue srnpuior. Level 
that you had to think up new and 9 went on to creete a compression assembler 
more devilish puzzles, create a lled Compass for the Nescom ard then 
storyine, be able to string awhole versie into ganes. teat sow tae 
sentence together (sometimes with on tha ck 
words of more than one syllable) sy @ title which resembled the popular 
and, saints preserve us, actually Spectrum release Valhalla. The programming 
be entertaining into the bargain. wizerd behind the company, Pete Austin, ir 
Is it any wonder that so many an interview with Sindlair User described 
individuals and companies tried sy. “There were a lat of characters 
| and failed to deliver the goods? wandering around who chenged according 
Text adventure history is spotted, 10 you ho ssid, "What I dd was 
strewn and sprinkled with to rake it print out in proper English, Im 
brave attempts and magnificent rested in the user nterface, what used t0 
failures. Itwas, therefore, a minor be called front-end programming.” 
miracle to find one software Pate, a Cambriige psychology gracia 
development team who not was only one par: of the fernily busine: 
|| only managed to produce great that was Level 9. Shaing programming 


ful kit 


or Asters, pl 


COMPANY PROFILE: LEVEL 9 


duties were brothers Nicholas, wha stu 
computer science at London University, 
and Michael, who read engineering at 

Southampton University and would 


ed ~~ WHAT'S IN A 
NAME? 


ter you tink about the Level 
Smonkar gan odd narre to ga a 
erpasy are, on he face otf, appears 
tobe fl cf numercal meaning. So 
here dd it come frame Lev 

the sorlof thngs you core an 
ndungsons 


f 
create an entire programming language that 
would power Pete's own adventure writing 


system, called A-code, Fronting tha company 
was sister Margaret, who handled ll of Level 
9's marketing activities, while their father, 
John Austin, would later become Level 9 
managing director, 

Whie working with the mainframe 
manufacturer, Perkin-Elmer, it ws 


lot 
muted Pete. AS forthe 
rurneficl addton? Chance, itseemed, 
(payed a aot art, *. 17S useful 
eve a number inthe tte. Fot one tha, 
(you can sip adartsn your own garnes, 
‘Yule be suisediat the number of 

Up nou adventures, 


os Pete's 
long-term interest in tabletop gaming in the 
fields of both wergeming and Dungeons 
& Dragons, that made hm sit up when he 
stumbled across a strange game crested 
by two Americans named Crowther and 
Woods. Called Adventure it was to dominate 
Pete's lunch hours, “There had ean & 
number af simpler games on the computer at 
Cambridge, based on the D&D format,” he 
says, "Adventure was ful of puzdes, many 
of which wore extremely unter | eracke 
in two weeks." 

Which is pretty good going, as most 
people were taking months to compiete 
the ppragram, which was ta go down in 
history as the very frst text adventure. The 
orginal menframe Adventure consisted 
970 locetions and sperned 200K, a nefty 
amount of code in those days. It makes the 
bbsequent creation of Colossal Adventure 
(1983), Level 95 first ‘proper’ text adventure 
besod upon the original Adventure code, 
expended by 70 locatiors and squeezed into 
just 32K, a real marvel for its time. 

(One of the reasons for the efficiency of the 
eda itself s 


sown teact compression 
program, a pieve of code thet was used 
forall of Level 9's subsequent adventure 
Here's how it worked. Imagine thet you've 
got a word ending in ‘ing’ ~ read any pis 
of text and you wil see those three letters 
Pop up pretty frequently. Pete's compressor 
would replace those threo letters with a 
single piece of cade. Immediately, you've 
shrunk the location description, Then, repeat 
for other frequert words and the size of 

that text begins to shrink further. | ater, Pete 
would adept the text compre 
could store a laige emount 


RETHU GRIER LOLLECTIUAUOLY 


fand magi 


‘Spawned from the fire that 

‘was the original Crowther and 
‘Woods mainirame version of 
Adventure the first ever text 
adventure — Level 9, a family-run 
business thar featured a coding 
team of three brothers, rose to 
become. mejor force in UK text 
adventures. Creating some of the 
‘Most sophisticated game engine 
routines in the world, Lavel 9 
ultimately produced some of the 
most advanced text adventures 
for the &-bit computer and would 
‘iso pusi the boundaries for 
character-driven puzzles. The 
‘company produced 20 games 
including a number of extranenuis 
games based on popular brands. 
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the same system of replacing 
frequently used bits of mages 


Nm" witha sinde code, Pete wes able 
to squeeze location image into just 
20 bytes. 
itis possible shat 
the brothers invested in the early day 


their development extended ihe life of the 
company itsolf, F no: allewed them to reton 
their place es an independem: company. 
ey, who coded ‘or Level 9, 

with so many 8-bi: computers 
‘on the market and the {lster] ince 
‘of Macs, Amigas and Atari STS, developing 
forcross-platiorm versions of a game wa 
‘becoming prohibitive in costs beck in the late~ 
Eighties and eafy-Nineties. Level 9 was able 
toholdits own as a smal developer because 
ablo to optimise cross platform” And 
what list of ‘platforms’ thoy wor. Lovel 9 
games appeered on the Sinckir Soectum, 
Commodore 64, BEC B, Enterprise 64, 
Memorech MTx<512, Nascom, Nimbus, Oric 
48K, Spactraviden 328, WS, Amiga, Atai ST, 
PC, Amstrad PCW and Amstrad CPC. 

Because of the multi-platform approach 


itwe 


1p its games, Level 9 found opportunities 
to madly and ankanes its ereations 
both tectnological terms but also regarding 
packaging, Before the more familiar box 
versions, the initial incermation of Colossal 
Adventure artived in a resealable plastic 

bag plus a menuial and cerd which, if you 
were sick, You could write to Level 9 

and request a clic. This area wes initially 
handled by Pete until the trekle of due 
fequests beceme a flood and Pete found 
that f was taking overhis entire working 

1o time to aetvally develop new 
gemes. This unfortunete side e'fect to the 
increase in the popularity oF Level 9 games 
led to the development of @ more extensive, 
al fe sheet. 

The creation of the company's second 
garne wes a milestone, Adventures Quest 
(1983) became the first rus adventure 
game to be indenendently oroduced by the 
company, Following @ relatively standar 
pattem, the design of Agvenrure Quest 
arourd two months to complete with a 
further two months to programme and a final 
‘wo months to generale the comouter tap 


0k 


"4 


The trilogy 


Interactive fiction 


from J evel Q 


packaging and the lke. Taking a similar 
Micicle Earth-like thema 0 Colossal 
Adventure, Adventure Quest wes a sleeper. 
Reportedly suffering from low sales, intially, 
the gare steadily grew in steture and 
reputation for both its entertaining problems 
and in-game atmosphere 
hat atmosphere sontrued wath the 

thidl reloase. A game thet would eventually 
become the final part in a fantasy trilogy leter 
tobe boxed as ¢ compilation called Jewels 
Of Darkness (1986). Dungean Adventure 
(1988) sontnued the Middle Earth theme 
and introduced a magic systern seemingly 
detived from the popular tabletop role-playing 
geme Dungeons & Dragons. Featuring over 
100 different puzzles, this tracitioral adventure 
— basically, a treasure-hunting exercise ~ has 
ined a reputation for being tough, yet 


iromendously entertaining, 
Having, epparently overdosed on fantasy 
elements, the Austin brothers shifted their 


IS TOW Fi and the first of wi 
would became a new trilogy. In Srowball 
(1983), you awake from  deep-meze 
sleep on @ vansport ship, apparently hurtling 


a 


COMPANY P 


towards a star and certain death, But 
Snowbell was a controversial game. Daspi 
receiving unversal praise from inital reviews, 
many did seo its marketing as a con. Bossting 
7,000 locatians, the game only provided 200 
of eny note plus 6,800 in the ‘orm of a maze. 
‘That said, the game did show progress win 
lengthy responses te the ‘Exern’ command. 
This game dso conssously addressed sexism, 
referring to the principle character as Kim to 
give a purposefully endrogyncus slent to the 
hero (or. indeed, heroine), 

Love! 9's second sci-fi adventure 
title, Retum To Eden (1984) provided a 
bbroskthrough es the accompenying magezna 
advertisements declered this ttle 0 be Level 
9's first, ful-colour text/graphics adverture 
2 move that appeared to have been a result 
ail pressure more than by @ neces 
ign. Gaphic quality wes poor, however, 
Basic and lacking in imeanation, this ‘feature’ 
looked what it was —an afterthought. The 
was inter 
ne ark gone wil,” 
The Eden universe is ro. 
Larry] Nivon's future space.” And, about the 
plot, he says: “Retum To Edenis intended 
2S @ comment on superpower intervertion in 
Thid Wortd.” 

Tha final gama in the science-fiction 
‘sequence was the Worm In Paradise (1985) 
(later forming the final part in the Silecn 


Dreams trlogy). which continued the Austin 
brother's socially aware plotting, concentrating 
on a society stifled by bureaucracy, contoled 
by robots whe trest the occupying humens 
like pets. The puzzles remained involved 
and often difficult but, technically, the 
improverrents continued with an enhanced, 
full sentence parser 

Actin 


1986) found you parachuted onto an island 
in which you stumble on toa lost 
Level 9 intended this game to be a ‘quickie! 

~ but that isa matter of opinion! While an 
‘enjoyable adventure, Emorad iste ilustrated 
thet, despite —or maybe bezeuse of— the 
vast complenity of the Level 9 game word, 
there were alvays glitches n the system. For 
example 
and then typed ‘Dnnk wat 
told "You can't see any water’ 

Before the launch of the nest major tiogy 
Level 9 dived into the depths of commerciality 
with three games based upon varyingly 
successful brands. Arcade garnes wore used 
to this sor of thing of course, Now Batrran 
fim on the wey? So is the new Batman 
game In the more studious and refined 
aimosphere that wes the textadverture 
market, however, this sort of enudlity was 
sill permeating through the hallowed halls 
O'litewry endeavour. Even so, when the 


you submeiged yourself in water 
you would be 


Selecting the best adventures fr i 
est a rom a quality catalogue is 
tough. However, this half dozen is the cream of wep 


ADVENTURE Quest 
The premisa ofthe game ist unique but this treasure 
unt is still packed with greet puzzles ‘and, location by 
lation teres you no the gre wold, cresting he 
tension and your ultimate Involvement, With ove oon 
locations, Adventure Quests arguably he toc eae 
ial feels OrDarnesefancce tee 


RED MOON 

With a host feta iste 

vt 3 inltng on excalloe typ ah 

option thatkoops the gemepoy tating arn ae 

inerading magi ond corte eae eer ng 

rel shines sn sajna stores Ae fea aa 
ode cores Gaara grant eal a anh oe 


Imo its construction. Red Moon is computer 
atts best, nis computer adventuring 


Ww 


RETURN To EDEN 
The sequel to Sambal tis ib 
Th E i oi based advarture Js ed 
wit gret puzsas and areal sence of paso In ocr the 
vegirining of Snowball, fram the start, the tension dial is 
rammed io tn es year ced ina porous ston 
right from the off with tasks to do immediately to prevent 
your imminent demise. sails ale 


LORDS oF rime 
Anengegingatventue wth bosutly writen ox 

anna walresewchorprerise tats ine ten 0 
time-travel tory also provid you with plony of ey 
tacking vering hav asghsto deme, open 
oot thastor rsh and your purse solving si oa 
Mandarin Software, a pectiee is 


PRICE OF MAGIK 
tight not have the com 
efforts, tut Price Of Mogik does off 

fagik does offer a mature parser in 
Which you can string a selection of commands together 
sing commas. Price Or Magik well-clerigned geme, 
featuring well-described locations, an interesting spell” 
systein and attractive yet fiendish puzzles. Ay 

ish puzaes. Again, the 

Sfaphics were improved for 16-bit *s 


character interaction of fater 


INGRID'S Back 
Full of fun with some improved viiting and better 

ty jokoa than its prequel Game Ranger ths game 
sav more mature version of the KAQS game engine 
with enhenced game characters, plus amore sensible 
implementation of complex commands such ax Follow! 
and ‘inc Notthe hardest Level 9 adventure game tut. 
‘one of the most pleasurable, ce 


SCAPEGHOsT 
A game by which Level 9 cocted its hat and ode off 
into the sunoot. The fine auvrtire ome the eoptoeny 
lve produced, proving the most refined example of 
the KAOS game engine, supplying: 1 2 

; complex pues, 
offering you the bes graphics the company ever produced 
and, most of all, serving up a literary treat tI set an is 
almospherc ambience. ee 


Level 9 influenced the adventure market in many respects. 
Arguably, 


the following games reflected the company’s prowess... 


TEAM Me tsar sos mats Lov 
ao asene pai bonnet The Pawn was tet 


LORD OF THE RINGS~ MELBOURNE HOUSE 
LORD pe enor of pay fot provided reat al 
Grover but also the emer feat 2 tle 

oeed about whats do, vsti, nevertheless 
sored on an edvanced gore engine called Ingish 
vn ides a rghty story to push the game IO 
are ef bugs and slow aumesiey try the 
petencebutitwes 8 brove design 


RW - VARIOUS 
HOMER ebrwoniho aro bel Actuly 


per eto tv ary of home-made adventure ties 
eet a over hp country wiapopulr Wid-perty 
(sot ork as Tho Cul, PAWand GAC They lta 
ut er pal published games that ra olen 
ar Pitt glosey magazines, Whilesome ofthe 
Tor eatfeee Wom various fer, varying It 
eee surprized by owching creative highs 


“THE BIG SLEAZE -DEITA 4 ; 
Tes ava dlp go haraurand an 
ree big preiucions sud 68 The 
Habe ogo a plus uiqueprosucts exh 
aa i aaa ead TY 
Faro tok Ths game usd en the notin Te 
Prater a ve leoy privma-ye wo 
0 St in Laughs aplenty ve quality men. 


‘THE DOOM TRILOGY - TOPOLOGIKA 
TTolpoiogika produced adventures for the hardcore 
adventure gamer, preserting tough puzzles with a 
Strictly text-only interface. Based on a science-fiction 
premise, the triogy of related titles consisted of Doar 
livhich wes initially released and then, jater, 

rewntten and expanded by about 80 per 

cent), Return To Doom and Last Days 
‘Of Doom. The trilogy at garnes 

were worthy challenge 
‘or hardcore gamers, 


‘commpany eventually did take the mercantile 
move, it chose suitably quirky targets: Racio 
-4’slegendary soap opere The Archers (1986), 
author Sue Townsend's The Secret Dany OF 
Aatian Mole Aged 13 % (1985) ard its sequel 
The Growing Pans OF Adran Mole (1987), 
and, finely, The Segs Of Enk The Viking 
(1£85), based on a kook written by ex-Manty 
Python man Terry Jones, 
All excopt The Sage Gf 
dumped the comple parser for a mul 
choice-based system thet forned a decision 
ttee feeding you into right or wrorg decisions. 
Anovetty, at the time, the system imposed 
st¥ct boundaries of gameplay freedom and, 
while they were generally wel reviewed, 
by Level 9 fans, as aberrations 
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Lcone to 
P Viking 
muting. 
ht now? 


the Sag 
From 


of 
LeveL 


rather than as pan af the Level 9 adventure 
‘canon’. Ei, on the other hand, is based on 
the dventure style, which is both 
entertaining and, knowing Jones for his 
love of history, educational, too. Its elso 
nota straight ip-off of the book buta story 
extersion — a nice touch 

Science fiction was tweaked in Lords 
Of Time (1983), a time-travelling caper that 
became the frst entryin the next trlogy, that 
later became known as Time And Magix 
(1988). This game reported progress of a 
different hue, as itwes the first Level 9 tle 
not to be designed by the brothers. The 
gome's designor Sue Gazzord, a dodic 
adventure fan, was wrting programs for 
Level 9 just three months éfter buying her 
first BBC computer. “Ive been known 19 
stay up til 2am, | found ackentures Fired 
my imagination,” she told Micro Adventures: 
Sue took the design of Lords Of Time very 
seriously, burying herself inthe library during 
ion stage. °so, a Roman vilege is 
based an a rap of real vilage anc a Ticior 
isa copy ofa real house” 
logy was completed by two excellent 


od 


Tho 
titles, which returned to the fantasy theme: 


Red Moon (1985) and The Price Of Magi 
»@ B-bitonly site). 

19 over 200 locations, 
randerds 


Reel Moon feattu 
retained the company’s high des 
and offered the player a purely magical 


DSSSECODOS, 


D> 


Join the nationwide quest to find the 
Hol 


e ba 


Eq 
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theme combining a standard adverture 
design with a combat system based on 

hit poinis. The task was to seek out the 

Red Moon erystel, the source of ell meaic. 
Gamerlay involved eccurulating 12 spells 
and nine (there's thet number again) pieces of 
treasure. For the 8-bt versions, the developed 
pamer successfully suppartad the graphic 
engine. So, even though the graphics loaded 
comparatively quickly, you could speed up 
pbley further by typing in your nextcommmand: 
a the new picture drew itself on screen. 

These titlas showed the ongoing fight 
between the desire to produce iterary 
and the market dorands for gr 
which continued to be the Achilles heel of 
the compary's products. For exemple, for 
the Spectrum 48K tape version, cne side of 
the tapa loacied the graphic varsien of tha 
game and the other side offered the tax-cnly 
version. Oddly, the latter oroved to be the 
more desirable of the two, mainly because it 
provided more information, which often aided 
you in solving puzzles. 

Addressing the newly burgeoning 16-bi 
merkot, featuring the Commodore Amigo, 
‘Atari STanc the PC, Level 9 decided 
that a break had to be made with is od 
-hit develooment system ard its graphical 
direction. The result was KAOS, casioned 
by John Jones Steele (designer of Cal 
Adventure and Moran's Quest for Melbourne 


House). grand, cheracterorianted and driven 
systom that may have had its roots in Level 
9's abortive attempt at producing a multi-user 
dungeon game celled Avalon. The new 
game engine allowed you to give orders to 
cheracters in order to solve complex puzzles. 
Teaming up with Telecomsoft’s Rainbird 
label, Knight Ore(1987) was bem, Playing 
the role of an ore you had to escape from 
the repressive world youve in, The game 
\was 6 gteat success being ful of ambience 
with some genuinely funny textual situations. 
The new grephie style wes divisive, however. 

siintaly an improvement, the updated, yet 
‘washed out! style was simulteneously loved 
and hated with e similar passion 

Humour and fantasy remained on the 
agenda with two games featuring Inge the 
Sloane Gnome in Gname Ranger (1987) 
and Jngid’s Back (1988), Level 9's first game 
for Mandarin So'twere, you pay the part 
of Ingric, experiencing her adventures after 
she's been kicked out of her vilage and later 
having to thwarta land developer to save that 
very same viltige, Utising a modified KAGS 
sysiom for ingrid’s Back, the wandering genie 
cheracters were better controled ualising @ 
racetrack system and the locetions, while faw 
in number, were more detailed 

Lancelot (1988) plunged the gamerints the 
‘Asthurian legends in which you hed to find the 
Grail but resoue a few knights and damsels in 


aa 
a 


5.3 


the pincess. Featuring a refined game engine, 
Lancelot’s gamepley depended on a veriaty 
of cheracter-hesed puzdes and included 
stalled world, in which just about everything 
can be examined 

The company’s final genre Scapeghast 
(1989), known for 4 time in development as 
Spook, sees you as an ex-undercaver copper 
‘and e«-human. Playing @ host, i's your task 
to clear your name as you're blamed for 
‘ipping off a drugs gang before they were 
snatched. A fitting finale to the Level 9 library, 
Scapeghast was well vitten, with sultably 
moddy tones, plen:y ol puzzles that raquire 
\ctoral thinking and the best set of graphies 
the company had ever produced. 

Level 9 ended its career dumping the 
averture game genre antiely because of 
2 pererived lac of interest and than mavad 
into more graphical, acton-onented tare. 
However, it never found success and, during 
the early-Nineties, the team split and went 
their separate ways, A sad end to a great 
team who produced a superb series of 
‘adventure games. 

Looking back ovor the compeny's history, 
vihatever the benefits of the inherert coding 
system, itis true thet Level 9 was hampered 
by the UK computer marker because it wes 
lergely dominated by two tape-hased 8-bit 
computers: the Spectrum and the CB4— 
those early days, the C54’s tape option was: 


the 
ae jal hinge ie euccesstul 
al 
as ‘eal 9s earlier 


Me Ser 
nae WAS ABLE TO PLAY WITH" 


wasnt nearly 
ad ventures. 


very ponularin the UK. Consequently, Level 9 
was severely restricted in how mush memory 
it was able to with, The Amencan-based 
Infocom, Level 0's main competition, by: 
contrast, besed its coding sysiem on the 
popular and more expensive disk systems 
supported by the Apple |, Commodore 64 
and the Atan XL plus the arly version of the 
PC. This meant that Infocom could produce 
‘games using a dskcbased virtual memory 
arrangement, which extended the memory 
bounds enormously allowing the American 
compary to build its avn text library on a 
more literary foundation along with more 
fluid game designs, Any critic of 6 Level 9 
‘gare should bear those fects in mind. It 
is imeresting to muse, however, that we 
probably never saw the best of the Level 9 
team, Free frorn the tape-based siricture and 
blessed with 2 vrtuel disk system from the 
off, the Ausin brothers may, with years of 
development in front of them, have produced 
sintlar. if not superior works of art of the tyne 
often atiinutable to Infocorn 

‘The Uk derived tachnical restnichons do, 
in faot, roflect moro praise and glary on to 
the Briish outfit, who, atleest in terms of 
‘compression techniques, wes technically 
‘superior 10 its American neighbour. As such, 
Level 9 was, undoubtedly, responsible for 
the most technically advenced tape-bes 
adventures the world had ever sean 
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TEN HEY FACTS 


4: The company was founded 
in 198%, 

2: Level 9s first 
produced for the kit computer, 

the Nascom, 

3: A-code, the in-house 
interpreter, wes even more 
efficient than raw 280 assombler. 
4: The KAOS game engine stands 
for Knight Orc Adverture Systarn, 
5: The text for The Archers game 
‘was completed by the racio 
series’ writer, 

6: Scanaghost writer Sandra 
Sharkey founded and was the first 
‘editor of the popular adverturs 
fanzine Adventure Probe. 

7: TheLenslok security 
contrivance utilised on some 

of Level 9'searller gameswas 

the most hated anti-piracy device 
‘vor devised, 
B: Level 9 
with Rainbird because it felt 
the company was: favouring 
adveniute label mate Magnetic 
Scrolls, in marketing terms, 

9: Knight Crc's graphics were 
igitised peintings. 

10: Gnome Ranger 3was 
-pparently fully designed and 
ready ‘9 be coded but never 
actually appeared. 
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(my fter a great run in 
the Eighties and 
early-Nineties, PC 
role-playing games 

practically vanished off the 

shelves and it seemed as 

‘though alll attention was 

destined to be on the likes of 

Doom, Quake and Duke Nukem. 

The Gold 8 


Itimatitles were 

chad long since: lost is 

Than along came ratativ 
velopers Black Isle 


0, who unloas 
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Your character Exactly where 
he comes trom and what his 
‘tue history throughout the 
Planes is depends in part 

(on your actions and choices 
throughout the game. He 
startsas afighter, but can 
train as either a thief or mage. 


Norte 

Your sidekick, Morte is a 
floating skull With you from 
tie start, Morte yt 
companion, but not the most 
loyal. Just why do you tattoo 
‘Dor't trust the skull to your 
lower back? Also, if he’s just a 
floating head, where does he 
Ini is eNfrtory eer? 


Annah 

‘An attractive tiefling (if you 
look past the cockney accent 
and tail), Annah is a handy 
thief and not too shabby 
with the fist-knives. At first 
reluctant to join your party, if 
you play your cards right you 
could find yourself n for a 
nock-biting lurve session. 


ak Kon 

‘A solid fighter/mage, Dak’kon 
is.a great asset. He wields. 
aKarach blade, a wea, 
revered for gaining abilities 
along with its owner's: 
Furthermore, Dak’kan offers 
great insights into the arcane 
arts if the Nameless One 
becomes a magic user. 


BEST TRANSPORT WHY IS IT A CLASSIC? 


BEST RPG NOVELTY 


Script, characters, storyline, dialogue, plottwists... are you noticing @ 
conimon thread here? Planescape: Tormentis ragarded ty many devoted 
fans as having the best writing of anyRPG— ever. There are aver 800,000 
words in this game (to be fair, some are journal entrias and quest lags} 
andthe quality throughout is truly worthy of literary praise. Take the 
best of what made Falloutso great, add toitthe new features of Baldur's 
Gate's Infinity engine and then throw in the official Gungeons & Dragons 
Planescape campaign setting, mix in varied characters plis a wealth of 
‘sub-quests, and howy could you not have a classic for RPG fans? 


Another wonderful innovation in Planescaoe: Tormentwas the idea of 
magicalportals that ere triggered by... well, justabout anything. Itcould 
bbe that you were carrying a certain item in the rightlocation, ar making 
a specific sound in the right placa, orholding your fingers ‘just so" while 
wakingunder an arctway,or any multitude of seemingly random events, 
and youwould find that you had discovered o key toa portal that could 
Whisk you off to other areas of the giant city of Sigil mayoe send youto 

a long-losttomb deep underground —or to entirely ferent planes of 
existence altogether 


Jnadeparture from the RPG standards for buffing out your character, 
Planescape: Torment saw your stats, THACO, armour class bonuses and 
tholike affected by numorous tattoos found in the game. Fal’ Tattoo 
Parior was the place to go, where the Dabus —who communicate via 
arcane symbols above theirheads —in question could sortyou outwith 
alltne designs you neeled, Completing certain quests, choosing the 
ccorract conversation options or finding specific items unlocked mera 
tattoos, and by the end you could fine yourself adored by such gem 
the Tattoo of Bloodletting and the Tattoo of Death-n-Life 


BEST CHARACTER 


Even ina game es richly populated es Toment the aming mage |gnus 
stands out. Some Way into the game, you're able to free his body from 
the Smouldering Corpse tavem, at which point he joins yaur party as the 
resident Fire Mage, Your conversations with Fim then reveal possibly 
the greatest backstory in the gore, and ignus canoffer some awesome 
buffs and spells to your main character—atthe cost ofa few of your 
maximum hit pois, He was wellscripted and geruinely added a great 
deal tothe overall experience of the game. And besides, how many RPG 
characters do you know that have a pub named after them? 


BEST ITEM 


Possibly the most novel item inthe gameis Mempa’s Biting Ring. This 
magica tle band of silveris obtained by letting the enticingly named 
Marrow-friend in Ragnicker's Square take a bite out of you instead of 
eating the dismembered finger hanging from his neck (yes, really). Once 
you have said finger your possession, you can proceed ta bite off your 
‘oum finger so asto stick on your newly acquired treasure, and entoy the 
benefits ofa permanent +2 to your armour class. The only catch is that 
the rings cursed, and as ¢ result, once attached itcannot be removed 

—Uunless the finger comes with it 


STANDOUT MOMENT 


Unlike almost every other game outthere, where the avoidance of 
deaths often the main goal, Planescape: onrent sees you having 
{odio to complete some quests. One of the more tricky areas of tho 
game, the tomb ofthe Nameless One, sees you struck dawn by magical 
forces when youwalk over the Symbol of Torment, and then reappear 
elsewhere in the tamb so as to be able to collect allthe necessary items 
forthatarea This could he frustrating, asmast gamers take a while to 
realise ‘oh, Tm meant o die there, but once this was completed, itwent 
down as one of the most memorable and unique aspects ofthe g 
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ADVENTURER AND STAR OF FOUR C_ASSIC GAMES, WHILE THE 
“COMMODORE 64 HAD ITS OWN! ULTIMATE HERO IN THE SLIGHTLY 
ODD SHAPE OF SIRARTHUR PENDRAGON. SABREMAN WAS 

4 CREATED BY COMPANY FOUNDERS CHRIS AND TIM STAMPER, BUT 
| y WHO WAS BEHIND THE PENDRAGON GAMES? FOR THE FIRST TIME 


EVER, MARTYN CARROLL REVEALS THE MEN RESPONSIBLE AND 
FINDS OUT HOW THEY ENDED UP CREATING GAMES FOR THE UK'S 
MOST REVERED SOFTWARE HOUSE 


es 


‘Dave Thomas the hitherto 
unknown author of e Si 
rth Pendragon games, 


The 1962 fantasy 
an obvious inlucre 


act The Giant Kerns 
aad Compare tie 
frm te fmt the game's loading screen, 


» [C64 Dave's rst game was the ncredbly touch shooter 
Wo "ttwas basal a ip-of of Serb which 
sen ithe arcades and loved paying he says. 


rying to uncover any 
inside information 
about Ultimate Play 
‘The Game is on apar 
with completing Sabre 
Wulfwithout losing 
life. Basically you've 
got no hope. Such is the level of secrecy 
surrounding the developer that we'd 
‘swear that former employeas signed 
gagging contracts under the threat of 
death by blunt spoon. No one is willing 
to talk, even now, more than 20 years 
after Ultimate became Rare and began 
to concentrate on console software. 
Questions such as what happened 
to Mire Mare, was Knight Lore really 
completed before Sabre Wulf, and who 
authored the later games like Martianoids 
and Bubbler, look set to remain 
unanswered, 
The zuthorship of the si original Ulimate 
games ‘or the C54 is also a mystery as none 


of the games carry credits. A breakthrough 
‘camein 2001 when a programmer named 
Manuel Caballero contacted the Ultimate 
Wurlde website (wwwuulimate wurde, 
ym) and revealed thet 
of Imhoteg. But who was behind The 

Staff Of Kamath and the other adventures 
starring Sic Arthur Pendragon? Fortunately 

‘the guity parties left behind a small clue, If 
you: managed to carmplote Dragonstulle, the 
fourth and finel game, you'd find the following 
message: “This concludes the Pendragon 
adverture series, we hope you heve enjoyed 
Playing them, DT and RET 1985." Just 

who did these initials belong to? They didn't 
match up to any of the known Ultimate 
cemployoos at te time. 

‘The mystery was solved by Frank Gasking 
of Games That Weren't 64 (hitp/anw6d 
Tetro-net.de) who noticed that the music to 
¥ Boy on the O64 sounded sirrih 
the Drgonskulle theme ture. And Buggy 
Boy wes progrernmed by Dave Thomes with 


was the 


* [064] Justhow do you get pastthar Day a 
Glo vara blocking ts door? The fst 
of Keats mary deviais 


graphics by Robert (Bob) Thomas, The initials 
maiched end it only took a few emails to track 
Dave down and receve confimaton that he 
and his brother Bob were indeed behind tha 
Pendragon games. Better stil, Dave did not 
feer decth by spoon ond was happy to be 
interviewed ~ even if he wes slightly surprised 
by our interest 

‘To be horest, | had nodes anyone was, 
in the bit interested in knowing thet 
Bob and | were responsible for the Pendragon 
games," says Dave, when asked why ne 
hach't come forward before naw. "This wes 
20-o1ld years ago and is ancient history as far 
as Im concerned, 

The story actually begins closer to 3D years 
‘2g9, whon Dave was studying computor 
sciences at college in Cheltenham in the eerly- 
Eighties. "It was around this time that the 
ZX80 was announced and | dacided it woud 
be very \salul to aid my collage stucies se 
my patents bought me one,” he remembers. 
“When it finaly arived | thought the thing was 


“WE HAD A LOT OF FUN DOING THE PENDRAGON ADVENTURES 
AND FOUND THE STAMPERS TO BE GREAT TO WORK FOR. WE 
HAD A HUGE AMOUNT OF RESPECT FOR THEM AND THEY WERE 


ALWAYS VERY GENEROUS AND WARM PEOPLE” pave THomas 


LONE RIDER 


so dreadful sent it back!” The unfortunate 
ZX0 was soon replaced by @ more appeciing 
Acotn Atom that older brother Boo stumped 
Up the cash for. "It was on this system thet | 
leemed to code. Although | cidn’t get around 
to writing any games on the machine, it was 
instrumental in giving re a siart in the carser 
ve had 10 this doy. 

That career was kick-started in 1983 when 
Deve uogreded to e more advanced 6502 
machine, the Atari 490, end created his first 
game. tt was called Warok and while it was 
a dlear jp-oif of Konami's Scramile it would 
bag him @ most unexpected windfall. "I 
discovered that a company celled Calisto 
Software was running a competition to find 
the best original gare and the winner would 
receive a cheque for £5,000. | decided to 
a fow week 


center Warlok ax 
‘announced as the winner. | remember 
travelling toa swanky club in London's 
Grosvenor Square and receiving the cheoue 
from Dave Lee Travis!” 

In addition to a nice fat cheque, 
Birmingha-based Calisto offered Dave a 
erticularly jammy job, which 
saw him travelling to America 
“Calisto had some kind of tis-in 
with Adventure International 


fer was 


brothers ¢ 


and its founder Soott Adams was leoking 
for someone ‘o convert one of his adventure 
gernes to the new Commedore 64. Calsto 
flew myself end another coder out lo Ondo 
and we stayed with Soot and his femily for 
around a month to complete the projact. | 
honestly can't remember the name af the 
geme we poried! On my retur, I was told 
that the C64 was selling incredibly well in 
the UK and it would be worth converting my 
‘origirel Atari version of Watok to it. spent 
the next few weeks doing the conversior 
hence my first C64 ttle wes born.” 
Dave worked for Celsto for a while but 
he soon got fed up with the daly commute 
from his home in Cheltenham to Calsto's 
fices in Birmingham. "I dacided to go back 
to developing games for mysel” he says, 
and with his 064 skils sufficiently honed, 
he began to piece together the gare th 
would become The Staff Of Kamath. "I'd 
had an idea in my mind about creating 4 
pseudo-D adventure game set in a castle 
Which used a fixed perspective as though 
you were looking into « dol’s house. | did 
some prelimirary work on the engine for 
it and created the main character but my 
graphical skils at the time didn't extend 10 
building the castle. However, my brother Bob 


ard 


jad the Pendragon gamas, and Manuel Cabaliers 


a that laavas ona at Ukimata 
ponsible [or the arcade shooter Cutlaws? Hang on a second ~those 


quik ard sy rr 


[C34] Oh many! Various 
‘atures hat thetombs 
cearidors,sapping your tenath 


2 look Farm: 
va seals how lt came 
thet Dragor ished, Bob and | we 


cing some poor ha 
~anoiher highly orignal 
as | remarnber, but 


Hares the toplythatechodboysLoe 
(Guidston and Matto Paro won for 

sulmvting the iat St Ofkomatacluton 

to Pusaral Computer Games ma 


a trained technical illustrator working 
fora local company ‘hat subcontracted wark 
from the MOD. He'd frequently tring work 
home and I'd see him working on drawing 
Up the insides of some missils or submarine 
on his drawing board. So he helped out with 

e casila rcoms, We'd toth sean 

an old fim called slack The Giant Kilerand 
that influenced a lot of the visuals, especially 
the castle itself. | was also reading a lot of HP 
Lovecraft atthe time end that hac a bearing 
on the storyline of the game and the ttle, The 
Staff Oj Karnath," 

Taking control of Sir Arthur Pendragon (the 
adventurer’s name was borrowed from the 
Black Prince Pendragon, the evil wizard from, 
Jack The Giant Kiln, the player had to explore 
the creepy castle and colact 16 pecas of a 
mogical pertagram while evading various: 
enetay-sapning nastes. But it wasn't ust a 
case of using quick reflexes to grab the piece 
before you got zapped, as in most cases 
you had to solve a treky puzde tomake the 
piece appear in the first place. These cerebral 
elements were drawn irom Dave's work for 
Adventure Intemational. "The Al games were 
purely text with static images and we wanted 
to create something that wes mote visually 
tangible so you could actually see the result of 
‘moving the stone! or ‘throwing the lever!" 

As the game approached completion, 
the brothers startad to consider potential 
publishers and they were thirking big. Bigger 
than Calisto at least. "We thought about 
showing itt» Ulimate but never really dreamt 
that the Stampers would be interested, given 
their almostlegendery status even then. We 


[0841s Blackyeta Si Arthur ditch ic ers 
asualahing fors eubousooking cape. He alsa 
tppeers tobe sporting lend eat noustcie 


Pada. nae 


Kamath looked very nice and 
sething they'd be interested in 
though we wer 
we had created was of the 
general sickness of Ultimate 
games. We had nothing to lose so we gave 
ita shot. We rang Ukimate ard Ti 
arranged to come down t 


door with Tim and his 
‘ole Ward inside, My brother 


at the time. WWe needn't have been though 
8 it later tumed out that Tim and his trother 
Chris were working fom their perents’ attic 


“MY BROTHER AND | WERE A BIT EMBARRASSED 
TO SHOW [TIM STAMPER] IN AS WE WERE BOTH 


om 


iy) 


WORKING IN OUR PARENTS’ ATTIC AT THE TIME. WE 
NEEDN'T HAVE BEEN THOUGH AS IT LATER TURNED 


OUT THAT TIM AND HIS BROTHER CHRIS WERE 
WORKING FROM THEIR PARENTS’ ATTIC TOO” 


DAVE THOMAS 


too! Tim was impressed with the game 
‘end immediately offered us a deal to produce 
a series of four Arthur Pendragon games 
‘on the spot.” 

The deal was done end Bob decided 
10 jack in his job and join his brother 
‘a partnership 1» produce the ga 
Ukimate - Bob 
Dave wrote the code, Descite being wel- 
known perfectionists, the Stampers did not 
request any changes to Kamath “They vary 


remember any inter frorn then on any 
level. We just handed the game over when 
itwas complete, twas given a bit of OA 

jad.” The only stipulation was. 


So pleased io have got the deal 
2, It did become a source: 


The Staff Of Kamath debuted on the 
C64 in December 1984 end wes a solid hit, 
selling more then 40,000 copies on its inital 
release. It also received excellent reviews 
from the magazines of the day, with Personal 
Computer Games awarding ita rating of 9/10 
ne thet mere 
tations”. Work on the 
sequels stared immediately end all three 
followed within 12 months of the original 
The first, Entombed, saw Sir Arthur trapped 
inside a doom-filed 


ge. "Entombed took the lengest 
10 create as | decided to r-code the original 
Kamath engine to alow for a much bigger 

area to explore, This was subsequently used 


HMS 
Vietory moored 
it featured on TV and dese 
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fs wth allay Utinategares, biememorable 
‘cove ar wis dann by im Samper. He based the 
Images ont roush plot autres provided by Dave 


<= 


‘YOU FINALLY DESTROYED THE STAFF 
(OF KARNATH? 

Having collected all 16 pl 

pentagram, you'd negotiate the 

ena last time ard best that bothersome staf 
wath your Menfir spall, Cua flashing colours 
and whizzing seureis anca rather lacklustre 
‘eonyaluletions messaga that coud not 
campen the warm dew ol saistietion, 


Of photographs that ive could use to base 
some of the graphics on” Dragonskula, tl 

inal game, transported Sir Arthur to a deadly 
island loosely based on Skull sland from King 
Kong. "We hed loads of these sorts of films 
on tape," he says, "Anything fantasy, science 
fiction or horror really. We watched lots of 
stuff to get ideas for the puedes end 
inthe games. 

Released during surnmer 1985, Entombed 

wes a critical hit, earinga 93% rating 
and a coveted Gold Medal award from 
Zropl6 megezing, but bath Blackwyche 


james, “Given the 
great reviews that we had ior Entombed 

\we felt there was little point in changing the 
successiul formule,” admits Dave. 'So we 
were very disappointed with the reviews for 
the leter games, Dragonskuile in particular had 
dreadtul reviews, which was a big surprse to 
all of us as both the Stamwors and ourselves 
thought this was the best of the four 
adventures. Looking back now | can see why 
Entombed wes generally considered 10 be 
the best entry. | have a great affinity with all 
things Egypiien ard Egypt s a counity | ha 
\isited many times. | think ‘or this reason 
| probably hag a lot more enthusiasm for 
creating Entombed then the others and 
may have been reflected in the reviews: 

Sdes tailed off too and in the end Kainath 
sold as many copies os the three sequo’s 
combined. Ths didn't bode wel for the 
"y tecelved a cut of each copy 
sold rather then any advance payment. They 
dic reap some rewards from Kamath but they 
ferent about to join Tim in the 911 Turbo 
dub. “We centinly dicn't eem the vast sums 
that were being bandied about at the time. 

I do remember buying my first car out of 

the intial royalty payment though — a Fie 
XR2— so we were hardly into Porsche 
territory tell” 

Following the release of Dragonsku 
the Stampers asked Dave and Bob i they 
Wanted to develop games for their new 
target platform — tha Nintendo Entertainment 
System. Over the next 18 mont 


similar to the previou 


sussad out the system and created various 
tech demos but nothing was given the green 
light. With ro product there: wes no payment 
so they parted company with Ultimate, 

"We had a lot of fun doing the Pendragon 
adventures and found the Stampers to be 
reat to work for dunng this time. We hada 
huge emount of respect for ther and they 
were always very generaus end warm people. 
This changed though when we moved 

‘onto the NES and we became increasingly 
frustrated with them. Who knows what we 
might have achieved had we been abla to 
produce thet initial NES came.” 

Undeterred, the pair retrained their sights 
on the Commodore 64. “We met up with 
Elite boss Steve Wilcox end he 
Buggy Boy,” says Dave. “| think th 
reluctant decision on his part as he felt that 
we'd been away from the Commodore 64 
forso long that we may have ‘los: tour 
Anyway, we got some excellent reviews 
when itwas released and hence started our 
reletionship with Elite" 


VE US 


nis Was 6 


Live And Let Die and 
and while both were great games, it’s the 
fantastic Commodore 64 version of Buggy 


Boy that they're best remembered for. Or at 
least It was, because now that the mystery 
has bocn solved and ther story has been ‘old 
we can finaly credit Dave and Bod Thorne 
with creating the excellent adver 
Arour Pencragon, And with tha 
bacema part af the legend that is Ukimate 
Play The Geme. 
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IS] »[ce4}The erro the tomb is ocated the om 
‘whos you bog Unfortinatl thors a ody goat 
statu Bocdng the way Time get Erte 


The working telatonshio beiween the 
‘Thomas's and the Stampers didn't end 
swath julie. In the 

‘tp Utimmate 
id'since: 
the armas gar 
Rivals to the NES 
1 cea 


whie Dave tunedhis hand to online 
andimobile games. His most recat 
Tolease was Cysial Quest, en urdate 
Of tha atcarle shooter that appears on 
the Apple Mac in 19 


WHAT HAPPE 


RAMILY TREE 


THE STAFF OF KARNATH ENTOMBED 


Uhimate’s C64 debut was eagerly articipated and didn’t The sequel did everything thet a decent folow-up 
Gsappoint. It looked fantastic for a stert, with thase slick should. Itwas much bigger — the tomb Sir Arthur had 
pseudo-3D backgrounds splashed with dazzling colours _to escape from was spread over seven floors ~ and the 
and filed with chunky character sprites, The puzzles gameplay wes updated so there was less backtracking 
were difficult and ever so devious, which made solving ‘and the unwieldy spell system wes replaced with 
them all the more rewarding. On the downside, having a single weapon (a trusty whip}, And thanks to the 
to deliver each piece ofthe pentagram tothe altarledto game's richly-detailed setting, the airstarved chambers 
lots of weary backtracking, and the random nature of Sir___and maze-lke corridors that you had to explore were 
Arthu’s many spells resulted in too much trial and error, _cripping with ambience, But make no mistake, it was a 
butoverall Kamath was an arcade adventure forC64———_tough challenge and the puzzles were even more taxing 
owners to treasure. than before. Perhaps a litte to0 taxing. 


BLACKWYCHE DRAGONSKULLE 


If Entombedwas a whip-cracking leap forward from, Being the fourth gamein an increasingly similar series, 
Kamath, Blackwyche was more of apegegged shuffle Dragonstulle was overlooked by many. Which was a 
to the side, And while it wasn’tas bad as the seathing shame, as tha final Pendragon adventure did at loast 
review in Zzap/64 made out—the game scored 53% introduce some fresh ideas. Instead of individual 
burt it was just as polished and as playable as its 93%- ‘toms’ where you solved puzzles, the game featured a 
sooring prodesessor — there was a definite sense of déjé sprawling map with different types of rooma showing 
vulhanging over the proceadings. Blackwyche should up again end again. In some you'd be blasting dragons, 
be praised though for lowering the difficulty level. in others youd be digging up graves, and soon. The 
The puzzles were easier — and dore we say it, logicol emphasis was on exploring rather than puzzle solving, 


meaning that mare players could realistically complete but getting lost in the series of simila-tooking caves just 
the game without cheating. wasn't that much fun, 
~ 


reat Ne, sary 


FORGET GTA IV, 
SEGA WAS PUTTING 
US INTO THE 
SHOES OF BANK 
ROBBERS AS FAR 
BACK AS 1990. WE 


JOIN THE VIRTUAL 
EMBODIMENT OF 
THE KRAYS AND 
THE CHUCKLE 
BROTHERS AS THEY 
SECURE ONE HELL 
OF ABONANZA 


\ MANIC MINER SON OF BLAGGER PUZZLE ACTION:ICHIDANT-R 

oo Version Featured: } Version Featured: Ct Version Featured: Arcade } 

Ve eny Speetruin } YearReleased: 1883 ‘Year Releasad: 1993 } 
f Year Released: 1983 Od 4 


KEYSTONE KAPERS. 


i” GRANOTHERT 
Version Featured: BLAGGER PURZLES ACTION: TANT-R Ae, AUTON, 
irtetivison Yersion Feature: CPC }Vorsio Featured Arcade es Version Foaturad 30 
Yeor Released: 1983 j Year Released: 1983 yp ‘Year Released: 1992 EY) Year Released: 2008 
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1. MASTER SYSTEM 

Lice te Mega Drive portyou can setyour Eves endtime it, 
The SMS versions the only one that dest show Robo ard 
Mobi escaping and you only gota quick lok at he map bolore 
th sierta aac stago. Onal the 8 ports you dont drop you 
loot whan you take ait, which pres preity hp 


2. MEGA DRIVE 

‘tmaynothave the aesthetics ofthe arcade gar, butths is stil 
4 pretty Faithful port. The MO game keeps te i-game mapin The man isvisible, Mobo and Robo drop ther haal whenever 
jameand te leva layouts seam praty on the money. Both SMS hoy get it andallthe enemies, objects, ccloursand eut 
snd MO pst play around with the backstory once agin. Th scones seein to liave boon yvolesalad across too. W's. great 
im cur heroes aretrying ta take down sora counterfeiters conversion that sits @ respectable second place an the ist 


2.AMIGA 
The Amiga version looks and plays similarly tothe Mega Drive’ 


4.cPC 5.084 &. SPECTRUM 
The CPC version of Bonanza Bras. isn't bad Mared by the same The 084 port of 2onanza Bias. isa marriageof the CPC's Apartframthe anoying centro, thisisn't bad, The action s 
inoccurate controls that spol the Speccy par, what this version colourful aprites and the Spectrum's smaath seroling, However, smecth ari the character gprites are well érowwe, but hey/te 


does haveis the gorg20us CPC eolour palette, which ends nice 
level of detail tothe sprites Thisadded definition makes the gare 
prettier, and escalates itsightlyabove the Specey version, 


the 084 version doesrt find your characters jumping wildly int 
air, ard ther progressis chartedan an in-game map making 
+hingsa loteasier, Sadly, the CB4portis stundly easy, too 


sometimes hardto distinguish against the grey backgrounds, 
While scaled down a bit, the levels dakeepthe coin-on 
arrangement whichis qcod, as there are no mans inthis version 


logizally as a team, Using the maps to m 


thactically negetiate cap. Is handy then that as well as stealth and snaakiness, Moko 
your way araund the levels and calesting the valuables quickly, and Robo also have the abaity to stun the guards with funne-sheped 
‘with as little confrontation from the patrolling guards, is the key to handguns so they can walk past therm unperturbed. 

a rising unlawful-ank, Sege also permeated the robbery by adding neet bonus stages 
The came also has @ numiber of neat litle features. Qrcasionaly that found! Mobo and Robo collecting gold bars, while avoicing the 
the guards can bs seen dozing, meaning our antheroes would need exposure of prowling spotlights. Failure to clean the screen of al t 
0 ttead carefully and keep a beady eye out for comedy rakesand ——_Joot before getting captured inside the mcanclescent glsre of the 
prosoniously postioned cans that, if toushed, would cause them tights esutted in the duo getting a very graphie bily-club pummalling 


‘KEYSTONE KAPERS 

‘Owing wean uncanny viel keness, 
itwouldn'tbe completelydiotc to say 
that Bonenza Bros. could be seen as 8 
‘pital predecessor to Keystone Kepers 
‘Activision's game, however. finds you very 


land on the ground with a thump or get smacked in the face with a 


THINGS TO LOOK OUT FOR 


Look outfor obstructions 
‘on thofioor.|F Mobo or 
Robo walk wer then t 
usualy results in the lazy 
guards being alerted, 


The teacuresvary trom 
fvoltofovel. One minute 
youu collactng god, 
thenext you's itig a 
nice yellow sweatshirt 


by the game's overly aggressive security guards. 

While there was only really one off 
Bonanza Bros. caper, The bothers would later 
receive two odd pura arcade spin-offs: Phu 
& Action: Tant-R and Puzzle & Action: Ichidant-R, 
Odaly, the theme of the games tack on a weird 
henlock Holmes and Medieva! mixture, and the 
sub-games played out similarly to the kind of 
analyticd teasers seen in the Brain Training series 


There area few 
Variations af guards, 
but hese bie armed 
guards are the mast 
‘common enemy, 


he guards are, butt 
shows you where the loot 
‘end exit ean be found. 


So, while the Bonanza Brothers may nat have 
escolatod to mascot-ype stature, o- gained huge 
critical acclaim for Sega, they dc manage to 

220 their noses clean when putting their names 
videogames. If youve yet 10 expsrience this 
cial Se syed Sega classic t 
Ty to track it down. Beg, cheat or 
2 jokng of course) 


wen you 


‘much onthe nghtsde ofthe law, Pacing 
you inthe roleof ofcer Keystone Kall, 
you're tasked with iryingto apprahand 3p 
‘oscaping porp nse a ulttevol shopping 
‘mall Rather than callactng ard escaping, 
‘Keystone finds you avoiding obstructions 
‘and trying to capture the absconding 


‘convict before he reaches therootions end 
‘makos is oscapy, Think Chaso H.0 satin 
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RECOUNTING THE HISTORY OF AN RPG 
SERIES IS HARD ENOUGH, BUT WHAT 

IF THAT SERIES WAS PRODUCED BY 
MULTIPLE DEVELOPERS AND SPANNED 
VARIOUS GAMEPLAY STYLES. TRY 

TO KEEP UP AS ASHLEY DAY 
ATTEMPTS TO EXPLAIN THE HISTORY OF 
SEGASS SHINING FORCE SERIES... 


LLL 


1's hard to imagine now, but there was actually a time when 
videogame RPGs were not synonymous with the Japanese 
Final Fantasy series, Most of the Eighties were dominated by K 
American-produced Dungeon & Dragons clones and though 
‘Squaresoft had created a number of FF games during the 
latter half of the decade, their reach did not extend to the US until 
1990 and the series was practically unknown in Europe before 1997, 
Itcould be argued then that the early Nineties were something of 
gochnush period for Japanese RPG developers. VWhichaver nublsher got 
its games t» Westem shores first would surely taka the lion's share of the 
market Of course, they'd have to compete wilh well-established Westen 
brands like Ultima and Wizardry, but if they could create something slighty 
different, then there's no reason why they couldn't compere 
ably, This is what Sega did with its first Shinng tile, the 


Unie later games in the series, Shining In The Darkness 
was @ first-person per tive dungeon crawler, albeit one 
that introduced many of stylistic ements and world 
rulas that wauld define fs upcoming, and better known, 
sequel, Shining Fora 

Quite why Sega chose to start its Shining sanies with 
a dunggon crawler rather than the s 
itis now more famous for remains @ mystery, but 
the ides was certainly a smart move in hindsight. 
First-person perspective RPGs were very popular 
in bath the LIS and Europa at the time thanks ‘a 
‘of Dungeon Master (1987) ar 
Of The Beholder (1230), bath of wh 
computer users with their impressive 3D views, 
creating a sense that you actually existed in the 
world you were exploring. Such experiences 
were few end far between for console awners, 
however, The lattor two titles wore eventually 
ported to the SNES, but very late on, in 1991 
and 1994 respectively. The Mege Drve received 
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CHAOS DRAGON 
Shining Fore 
1983. 


DANTOM. 
Shining Fores CD 
1994 


BOWRIDER 
Shining Force 
1392 


DEATH BALLOON 
Shining Force CD 
1334, 


EDMOND 
Shining Foree CD 
qs 


DARK SMOKE 
Shining Force It 
1983 


tom 
Shining Force CD 
198 


DARKSOL 
Shining Foree 
"982 


SOLO 
Shining Fores CD. 
1984 


EVIL BEAST 
Shining Force It 


‘DEMON MASTER: 
Shining Fores CD 
1age 


YASHA 
Shining Force I 
1997 

GORDON 
Shining ForeeCD 
1988 

LASER EYE 
Shining Foree 
p92 


MAGICAL MUSHROOM 
Shining Force CD 
ie 


coLossus 
‘Shining Force fl 
1987 

REAPER 
Shining Force I 
7988 


WARDERER 
Shining Force CD 
184 


BISHOP 


184 


SPIRIEL “OT 
Shining Force tt 
1997 be 


DEADLY BORN, 
Shining Force CD 
is 


DRAGONEWT 
Shining Force CD 
yead 


FALE 
ing Force i 


Shining Force t 
7983, 


HAWKMAN 
Shining Force CD 
1984 


Pa | fal 1B 


CHIMAERA 
Shining Force 
182 


i 


1997 


DEVILGRIFFIN 
Shining Force I 
183, 
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DARK DRAGON 


Shining Foree CD. 


ras4 


HYDRA. 
Shining Force i 
19883 


ICE WORM 
Shining Force 
yee 


‘ORC 
Shining Force it 
yess 


MINOTAUR. 
Shining Force 
192 
‘SHAMAN 
Shining Force 
ies 


BLUE DRAGON, 
Shining Force 
qp8e 


VANDAL 
Shining Force ill 
1997 


DARK BISHOP 
Shining Force i 
19 


DARK DWARF 
Shining Force 
7992 


SAND WORM 
Shining Force tll 
1997 


DURAHAN 
‘Shining Force 
1992 
KRAKEN 


Shining Force ll 
1993 


TORCH EYE 
Shining Force 
1892 


DESSHEREN 
Shining Force ill 
1997 


TAROS 
‘Shining Force i 
yeas 
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ima, which made the existence of Shining In The Darkness 
very attractive indeed for RPG-loving Sega far 
ining In The Darkness clevety took a sub-genre that was familar 
tomeny Westemers, but added a distinctly Jepenese console-centric 
spin io mace the game feel more attractive than its forebears. The first 
these changas was tha highly simplified can 


| scheme 


Most Wester first-person RPGs FPRPG) ai the time cngirs 
‘on the PC, Mac and Amiga and mad full use of their keyboard and 
mouse controls. From the perspective of a console gamer they were 


avercompleated interfaces that discouraged anyone but the most 
hericore computer gamer, Sega's sdution to this problem was Typially 
elegant. Athatgh it was possible ta make an awul lat of commancss 
inthe game, those instructions were organised into four simple 
sub-categories, arranged on the screen as four squares, each with an 
arimation that showed what the command weuld do. The pik 
scted with a simple tap of the D-pad. eit 
nding on where in the cross for 
senshois 
red all of the complexity and dopth you would expec! 
from en ‘of the time, but with a control s it removed the 
<deunting leering curve that other examples suffere 
ng In The Di 
ame itself Where most Westem 


was 
the world and c 
RPGs presented their own interpretation of the Dungeons & Deacons 
universe, which w ed from Tolkien, Sega carne along 
and took very Japanese aporoech to designing its fantasy. Though 
most of the characters fal into the generis ‘swords and sorcery 


n Aum cr 


archetype, they were drawn in a softer more anime-lk 
while considered generis in Japan, were a step asde from the norm 
in tho US and Europe at that ima, Many of the inhabit 


Shining world — dwarves, elves, gnomes — were familar to fans of the 
genre but others were less expected. Eatly on in the geme the player 


“Shining In The Darkness took a sub- 


ny feature of Shiney Fare 


genre that was familiar to Westerners, 
ut added a Japanese spin to it” 


happens \pon a noisy inn (which, in a nice touch, gets rasier as you 
approach i) only io find inside, a fuly oilman casualy leaning 
against the ber, Siping e pint f ale. Such sights were not common at 
the time end immediately set the Shiang werld apent fram other APCs 
as something quite peculiar and unique. This early encounter at the inn 
fostereda dase in the player to explore the rest of the garne's world 
to see what other strange and exotic sghis could be discovered. It was 
all the encouregement they needed to breve the unknown dungeons 
and ieersome battles that aweited them. 


Sales figures are extremely hard 10 find for Japanese games of the 
16-bit era, but we have to assume that Shining In The Darkness was 

a Success because itwasn't too long before Sega requested a sequel 
and decded to keep exactly the san ive team behind Darkness 
on the project. That team was a very small intemal stucio caled Sonic 


3 


Ca [not ‘0 be confused with Sonic Team), which consistad of just four 
pecpla, Two of these ware brothers, Shugo and Hirayuk Takahashi 
plus Yasuhiro Taguchi anda secrotary, The I 


bbohind tho project, creating tho fictions! Shining ward, as wall 8s the 
story and gamepley of Darkness, while Taguchi was, according to the 
game's credits, responsible for the ‘special effects’. For te rest of 

the game's development, Soric Go contracted some of the work to 

a handful of individuals at the newiy formed Climax, an independent 
developer thet continues to work closely with Sega to this day. 

For the sequel, Sonic end Climax continued to work together, 
ensuring a consistent style and vision between the two games, despite 
their diff it types of gameplay. Released in 1992 |1993 in Eurcoe) 
ied Shining Force, the sequel wé tactical RPG, of which 
had been vary few released at the time. The intanded style of 
gamaplay was War to that of Nintendo's own Famicom Wars (1988) 
and Fire Emblem (1990), the player taking control of great ermy and 
moving each unit around the battlefield lke pleces on a chessboerd 


Yat Niniando's pioneering garnes had suffered cua to the lack of 
power in the Famicom (NES). The unts in both games used such 
srmell sprites, making it impossible to differertiate one: from the 

other aside from simple denotations of rark ard role, They were all 
ssentally pawns, or cannon fodder if you ike. Shining Fores, however, 
had the advanced power of the Meg Driva behind it and could show 
its units in much more data, These were no langer just a callection of 
pels you would send marching to their doom, They wore all individu! 
characters with distinct features end their own carefully written 
bbackstories and motivations, And though death had little consequence 
beyond reckicing the Force's numiber, and therefore making the 
battles harder, the individual personalitins of these « 
encouraged you to take better care of them, 

The man behind the desion of Shining Force's characters wes 
Yoshiteke Tamaki, who had also worked on Shining in The Darkness 
asa planner. Tamaki admiraci what he calls the ‘melting pot of races’ in 
Darkness and set about eating more weird and wandorful creatures 
to populate the unique Shing world. Some of these were nacessary 
to the gamopk 
cover more ground than a normal soldier, or the Bird Krights who could 
fly over water and crevasses. Others seemed to be createc for their 
aesthetic qualities, such as the peacetuLooking Kyantol, which mace 
for suitable healing characters and bore 
Gelilings of Jim Henson's The Dark Crystal And than there's Jogurt ~ 
rodentike creature wearing flying go cheracter, designed 
forfun but never inter she game, The developers 
loved him so much, however, thet he was hidden within Shining Force 
aS a secret character and made several more cameo appears 
throughout the « 

Populated with intorosting charactors end Us 
that was relatively unknown in the West, Shing Force wes huge 
bit with Mega Drive owners. The reasons for this re many, The 


lars almost 


euch as the halt horso/haif-man Centaurs that could 


ma resemblance to the 


of the senes. 


ga style of garneplay 


Ti 


IMELINE 
Shining in The 
Darkness, 

[Moga Drive, 1981] 


Shining Force 
[Mega Drive, 1992] 


IN THE INVENTORY 


Some of the best items you'll find in Shining Force #": 
Shining Force Gaiden 
[Game Gear, 1992] 
Shining Force Gaiden S = :o 
1l;Sword Of Hai Dragon Rod ‘Shining Sword, 
a ied From: Shining Force lv From: Shining Force ill Heat Axe Angel Wing 
[Game Gear, 1993] 432 Attack +4 Defence, +40 Herb +59 Attack,-30Dark/Light From: Shining Force From: All Shining games 
Fire Resistance Special: From: All Shining games Resistance Special: Mirage  +22Attack Special: Bleze ‘Safely returnsall units tack 
‘Shining Force I ‘Summon Hell Dragon Restores 10hp Round atteck magic totown 


[Mega Drive, 1993] 


manage © Shining Force II is the pinnacle of 
“eee the series but it is also the game that 
a undoubtedly doomed the franchise” 
‘Shining Wisdom game world is a colourful place, unlike the drab and dreary locations ‘Sega to set u 
[Saturn 1995] of American RPGs, making ita pleasure to explore, 
bs: dad patient tactical pl 


of controling a huge arrry in a grend high-s 
‘any bon el grinding either. Also of import 


‘eir own company, celled Camelot Software Pénning, 
(nie the strategy which would be allowed to preduce games for other plat 
vying feeling would continue to collaborate with Sega under the nar 
ind without 1895 proved to ba a huge turning point for the cory 
fact thet known as Camelot Its first non-Sege game, PlayStation's Beyond 


le system rev 


y with the 


Shining The Holy Ark 
[Saturn, 1996] 


Shining Force reteined the D-pad-arranged, clearly animated menus The Beyond, wes releesed in this yeer end this was also the time the 
In The Darkness. to make each and every battle uly the Shining sees deviated from the strategy mould 
Shining Force I even the most novice FPG play since Shinng In The Darkrr ough originally designed with the 


Sconario 1 Maga Drive in mind, 1995's Shing Wisdom. 
[Soturn, 1987] 


iedly moved 
surebly to minimse production cost 
talogue 


“are met with such 


wries in the Shining 


soess thet Sonic aver to the fledging Satur, 
through the move from cartndge to CD, while bol 


ining 
jar the next five 


Shining Force I: 
Scenario? 
[Saturn, 1998] 


ach of thase garres 
I Inked, not just by 


Shining Force Ill ert ime and pl 


Sconario3 stent gameplay style but with subtle references 10 ech other 
[Saturn, 1996) game, often showing connections between stories and charecters charging 
‘ separated ftom aach other by hundrads of years. This was all possible, Satly, 
Stining Force It of course, be me two people, ‘ash brothers, were at the time, Unhappy with the 


and mamntained 
from the gomoplay the story. S 


stil in chan 


Pees: nitol of averythng — disappointed by the developer's ‘Seiurn 
ates, 1968] aking of the Taxahashis, sometime 
Shining Soul after the release of the frst Shining Force, the brothers actually lett 


[GBA, 2002] 


hardware, series folowers wrote off Shining Ws 


he series, for a few years at least, 


Shining Sou! It 
[GBA, 2003] 


Shining Force: 
Resurrection OfThe Dark 
Dragon [GBA, 2004] 


Shining Teers 
[PS2, 2004) 


Shining Force Neo 
[PS2, 2005] 


Shining Force EXA 
[PS2, 2007] 


Shining Wind 
{Ps2, 2007] 


Shining Force Feather 
[Ds, 2003] 


HeIHUGHITIER COLLELTIN 


SHINING HEROES 


Rifle 
Quick Chicken Shir From: Resurrection Of 
From: All Shining Secretclathing that The Dark Dragon 
james cenonlybewornby Only found with & 
Increases agilty certain characters cheat cartridge 


Bouncing beck just @ yeer later, Camelot released the frst in anew 
gereration of Shining games that woud actually turn our to be te 
developer's last, but would also prove fo be the high paint of the series 
‘for years to come, Released in Decerrber 1996, Shining The Holy 

Ark returned to the Senes' rosts of first-person perssective dungean 
crawling with all the power of the Sega Satum making it much more 
atirctve than the Maga Drive's Shining In The Darkness. \With a whol 
new visual style, using pre-vendered charecters, a bit lke Donkey Kang 
‘Country, Shining The Holy Ark looked like no other RPG of the time and 
Used its excsllent visuals to create @ sense of immersion previously 
Unsaen on consoles. As well as the familiar dank and dirty dungeons 
of the gente, Shning The Holy Arkalso had players exploring spooky 
woods, ice palaces end haunted mensions élongside & tear of ninjes 
wolimen and ‘Dragonew's' —a variety of settings end parsonaiiias that 
matle the world of the gerne much more fun to explore than virtually 
any other FPRPG, 

‘The masterstroke at the hoart of Shining The Holy Are however, was 
‘the way it plepared players for the epic new trilogy that was to begin in 
1997, The story of Shining The Holy Arkintroduced characters ard plot 
strands that would become much more important in Shining Force 
—agama that was due to play aut aver three separately released dises 
‘and, for the first time, in 2D, 


The most ambitious of all the Shining games, Shining Force Ills the 
pinnacle of the series but is also the gama thet undoubradly doomed 
the franchise as well, Planned as three separate disc releases between 
December 1997 and Septernber 1998, Shining Force M/otiered the 
player three full-length svategy RPGs, each with its own plot and cast 
of cheracters but with an overriding story to link the whole trlogy. The 
first disc, entitled Scenario 1: God Warior Of The Kingdom, put the 
player ir control of a Republicen emmy chat sets out 0 clear the name of 
its king, who has baen falsely accused af kidnapping the neighbouring 
Empire's ruler. The second disc, Scenano 2: Target: Child Of God, told 
the same stary but from the perspective of the Empire. Playing es the 
‘son af the Emperor you follow exectty the same story as on the first 
disc butwith different battles and a whole new perspective on the 
situation, The final disc, Sesnaro 3: Bukome Fising, sees bath af thase 
Fores jain together to fight against the ‘Bulzomne’, 6 demonic religious 
cult thet has been manipulating beth sides all along, Interestingly, the 
Forte in the thirc scenario is led by @ demon hunter named Julian, who 
‘was last seen as a very young boy in Shining The Holy Ark 

Shining Force i's mult-release structure alowed it 10 tell 2 stery 
totally unlike that of any ather RPG before i By offering several 
differen: perspectives on the same conflict, each es sympathetic a5 
the ather, it created much mare mature, less simplistic depiction of 
‘wer then most Vcleogames ever attempt. It showed thet the distinction 
between good and evi is not always as clear cut as we might lke and, 
rather oddly for ¢ war game, i postulated that cormmunizaticn and 
diplomacy can solve problems just as well as a big bloody battle. 

The structure had some noteworthy offeets on the gameplay, too. 
Several points within the fist adventure otter a series of choices that 
at frst seem like very simple decisions, but actually have an effect on 
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The developers behind the Shining series 
are almost as numerous as the variety 


of Shining games themselves. Here's 
a rundown of who exactly made each 
game in the franchise 


CA/AELOT- 


SOFTWARE PLANNING 


ae 


™ 


G@NEX 


ENTERTAINMENT 


7 


THe 


| 22th 7ar 


CLIMAX ENTERTAINMENT 

This small Jepanese developer helped the Takahashs get the Shiney 
seties going by helping them aut on Shining in The Darkness end 
Shining Force: is noverrent doesn't end there though, Araurid 
1991 Climex degen work on an ection APG called Shing Rogue, 
which would have starred Max from the first Shining Force, but the 
Tekahashis soon withdrew permission to uss the Shining brand. That 
game later bocamne tha hugely popular LaneStaker One of the sequels 
io thet game, 1999's Time Stakers featured carneos from lots of 
different Clirrex games, including Pyra trom Shining n The Darkness 
and logun ftom Shining Fores Finally, in 2004, Cmax wes asked by, 
Sega to remeke Shining Force an the GBA, 


CAMELOT SOFTWARE PLANNING 

Orignally called Sanic Co and Inter Sonic Sortwere Planning, Camelot 
's the tne creator of the Shining series and worked on every game in 
the seties beiween 1991 andl “98. A dispute with Sega caused the 
sompany te lsave the franchise indefintaly butts most racer: RPG 
series, Golden Sun, berds mary simiarties to the Shang games, 


GRASSHOPPER MANUFACTURE 

This crazy studio, most famous for Kile’? and No More Heroes, was 
asked to develop the Shinng Soul GBA games in 2002 after Sega took 
@ fou year break from the senes. Bath gamnes were directed by Aare 
Ueda, wo leterrhade a quirky BS APG called Contact, which plays 
extremely similarly to his Shining Soul games. 


AMUSEMENT VISION 

‘One of Sega's most famads internal studios, Amusement Vision is 
Jed by the idiosyncratic Toshihie Neqos't and was responsiole for 
Super Monkey Bal and the recent Yokuza series. The studio oversew 
meny of the most recent Shinng tes on P52 and GBA, but sniyes 
producer, while actual development was outsourced externally. 


NEX ENTERTAINMENT 

This ltile-known devaloper used to be ewnod by Sega ond spends 
most of its time workng as en Outsource company, developing 
sequels such as Tine Criss 3 and Resident Evil Code: Veronica in total 
anonymity, The developer wes responsible for the PS25.2 action 
RPGs, Shining Teens ancl Stinires Wind 


NEVERLAND 

Another obscure developer, Neverland is best known forthe Lufia 
series as wellas the ault Dreameast PG Racord Of Lodoss War 
Neverland was hired by Sege to'make i's 3D acton RPGs Shining 
Fores Neaard Shining Force EXA, bath of vihich share some 
similarities wth Looioss War, 


FLIGHT-PLAN 

Arindependant studio with a diverse experience in RPG development 
FlightPlen created the tactical RPG serias Black/Matis and wil be 
taking the Shining Force series back tp ts strategy rosts with the 
upcoming Stine Force Faether-on DS 


i 


“There’s never 
been a better time 
to pick up one of 
the classic entries 
in the RPG series” 


the second and third scenarios, often resulting in secret weapons or 
characters beirg made available to the Force. Quite a radical ac 
To the genre at the time, the method of transferring save files, and so 
tactical ck 


isions, batwean games and their saquals 
ral other console RPGs 

imue and even the rec 
eolay adidtions to Shining Fan 
tween two different catego 
character, with their proficiency for each 
up the 


that stick dose together on the battlefield end help each other 
And, of course, there were the Satum's blindingly advenced 3D visuals. 
allowing Camelot to create much more complicated, muti- 
level battle maps fer the Fara to fight on, the Saturn 
also made the atiack animations, whch 
of the senes, much more beautiful 


nggemes, and maybe even 
a masterpiece of invention, 
i story ed gan 
y, however, mast Strnin 


ue crowning glory of thi 
only the first jogy wes ever 
Jepan. The reason ‘or this is that Sege of Ameri 


and Sege Europe 


were taking such @ beating fram the domirant PlayStati 
hey were lesing money &t a worrying rate and could aniy 
uanslate and release th 


brand that 
ford to 


tn 1998 and was simply 
hat it was just the frst third 
fe decsion must have resulted in a 
very confusing RPG for those who were unaware of the other two 


of a he 


rilogy. This unfort 


would agparenty never 
enterprising fans soon g¢ 
twa scenarios so that eagr im 
it was intended. Each scnpt can stil be lo 
hiningforcecentval.com, where 6 new team is currently trying to crea 
patch to incorporate the translation irto working copies cf the game 
software itself. 


resolved. Thankfully, however @ 
To work an ‘ranslat 


Having poured years of hard worl and inspiretion inte Shining Fame 
ML i's und thet Camelot, end the Takahashss in particular, 
weren't to0 happy that the complete tilagy was never fully released 
in the West and, es it tumed out 
iceberg, Anyone lucky enough to own the Sh 
Disc, a collection of new battles and bonus rr ci 
fans, may be aware of a secret text docurnant on the 
2 production diary writen by Carneiot's programmer Yasuhiro Taguchy, 


SHINE ON. 


Although Camelot walked away from the 
Shining series in 1998, Saga thankfully kept 
the series going without the original developer. 
Sadly, most of the gam released in the 
last decade have been quite poor, 

The two Shining Soul games on Gam 
Boy Advance were averag 
the distinct privilege of being the first-ever 
multiplayer Shining games, The second v 
pised by fans: 


en away to 


isc. This file is 


of the series by 


quite good, but the first was 
nkaying around with the storyline of 
previous games. 


for 
a lot ike ti 


4 Tears and Shining Wind 
to the Sout gamé 
or PS2 and featured arty 


meanwhile, ignored the naming 
3% being strategy RPGS. 
Instead they were 3D action RPGs that played 
Soul, Tears and Wind ger. 


6 Sega of not givi 
publisher maved its resourcs 


Camelot enough support while tl 
s over from the Sstumn to the Dreamcast 
ly Tequchi claims that Sega did not promote the FPG as 
as it should have and actually refused to help Camelct resaive 
some technical problems during the development of Soenanio 3 

I's unknown if thase wore the only preblems that Camslot hacl 
with Sega, but common sense tells there musthave been 
many issues the now-independent developer had with its publish 
beveuse this was the last time they ever worked together, Camelot 
walked away from Sega and the series it had created, later fonring a 
clese relationship with Nintando with whom it would eallaborate © 
the Mario sports games as well a llent Goleien Sun sane: 

, meenwvhile, forged on v 

hing different developers to create new 
seven new games later, none have come close to the excelence thet 
Camelot achieved with eny of its own games. 

I's easy to feel a little depressad about this but with the cl 
now easier to find than ever —all three Mega Drive gar 
‘on Virtual Console, while the Saturn games are bec $ valuable 
every day — there has never beer a better tims to pick up one 
classic entras in the RPG series and see what al the fuss is about. I 
you have any respect for authoria cortral, or jst ike hig 
and playable tactical RPGs, then we suggest you give ane of them a 
goes soon as possible. You won't regret it 


ngseries by 


ming les 


‘SPECIAL THANKS TO WOLFGANG L ANDGRAF FOR SUPPLYING ALL SPRITES 


Shining Force: Re jon Of The Dark ies 
Dragon, meanwhile, s the only dei 
Camlot game so far, mostly 
fairly faithful remake of the very 


except thay were 
rk by 2 well- 


fh prosentation 
irof games. del 

a game that looks to truly return te the 

strategy roots for the first time in years —while 

the name Shining Force Gearhas race! 

been trademarked and is believed te 

strategy RPG for Wil 


hen you consider 
that schoo! 
the ona place 


stucting the one thing 
any of us really cared albout 

in ie: playing our belovesi 
computer 


icing and 


conforming to simply do more 


Mr Wacker Mr Rockitt MrCreak 
MrWockoriethe govern the bly ‘Me Rocks the eohool esionce We question how goo history 
og, theheedm tellhe's a science rly maverick teacher Mr Creak lly is whe 
son inte sh ross ythe fact : ys leak upto and the gi's|_ean'teven remember the dayhe we 
sali seg Oe ker or re uts around the schoo! horn. To enax a section of the code 
head alr and both nends rom Creak’s tain, you havo to joghis 


game than jus in eason: he's holdirg a cane, You co to style-ster 
of birth. 


and lolvaagging th # anythin stuffed int his pockets. 


WHY IS IT A CLASSIC? 


BEST STAGE 


‘Skool Daze o'fered the chance to play school rebel without actually 
getting shouted at. You played Eric, who is trying to gethis hands on @ 
harnfulschool report before his parents catch wind ofit and donate 
his Spectrum to askip. The document is locked away ina maximum 
security safein the teacher's lounge, and requires a fou-part code 

which has been entrustedto the four teechers in the school —to open. 
Inits day, Skool Daze was ¢ wondertully original ttle, and lke The Greet 
Escape, required the playerto da their anarchistic wrongdoings while 
appearing to comply with the rulas oftheir miltant surroundings 


While a simple feature, an ingenious and very popular adition to 
‘Skool Daze was the clever option to rename the teachers and more 

focal children in the school. This brilliant little opticn allowed kids to 
substitute the nondescriptcharactersin the gamewith the names of 
their own school chums ard teachers; thus personalising the game 
and making the actof ing catupultat the potroling tutors all the more 
satisfying, Even better, though, was the fact that you could use viords 
that'd licely cause your grendmother to pass outthrough shack, and 
likely to get your copy ofthe game confiscated by unimpressed parents. 


To accomplish your mission you must open the safe and steal your 
‘school report. Only the four teachers patrolling the school corridors 
know the combinationto unlock to spl tho beans 
you have to shoot alo the shields svettered around the school. Doing 
this seems to leak an invisible truth gas into the corridors sothat 
Whenever you knock @ teacher aver with your catepultthey blab the 
code, All excapt Mr Craak thats, who's sald his memory requires a 
little bit of jump-start. Once you cracked the safe, though, you then 
have to hitall the shields again to cover your tacks. 


and to get the 


BEST CHARACTER 


One ofthe best aspects of Skco! Daze isthe charming environment 
\you get to create havoc In, As vell as havingto compete with the 
jobsworthizn teachers, who wil pull you up on practically everything, 
and dole outlines like they're batting with Obsessive Compulsive 
Disorder, you had to watch out for the petulant kids as well. There's 
your typical school boffin, called Einstein, who acts like a prefect; 
the schoo! bully, Angal Face, who continually tries to get you into hot 
Water; and school joker, Boy Wander, who plays pranks and scrawls 
anarchist chalk messages on the blackhoard for everyone to smirk at 


BEST MOVE 


‘The faux 30 visvals in Skool Daze ae truly supert, particularly 
considering the humble Spectrum's graphical capabilities. Each of the 
many classtooms in the school is easy to distinguish, and the teact 
and pupils look greattoo, Actually at times, Skoo! Daza almost looks 
Jike a virtual comic strip, especially withthe teachers and students 
borking outwords via neatlittle speech bubbles. And even though 
the game plays out across one level, there's an impressive amount of 
variety in there, The presentation is superb, and the entire game feels 
wonderfully polished and lovingly crafted throughout. 


STANDOUT MOMENT 


Enabling Eric to steal his school report requires helping him complete 
his mission while adhering ta the rules of school. Getting 10,000ines 
will soe him expeliod, so to keep him on the right side of his teachers 
you have to ensure he attends all of his lessons (his timetable is handily 
shown atthe foot of the screen), is never late for class, liways finds a 
seat (which, because of overcrowded classrooms, can be problematic) 
and isnt caught sitting firing his catapult anc loitering insida any of the 
classrooms during recess, While the rules might sound annoying, they 
actually add to the appeal and enjoyment of tie game. 


press said... 
ages ago 


Crash $3% 


grephics are tremendous. 
playing area is alive 


humouted style 


What we think 


joy the 
game that 
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PLATFORM: SPECTRUM 
DEVELOPER: HICRCEPHERE 
PUBLISHER: MCROSPHERE 
RELEASED: 1725 
GENRE: ACTION 
EXPECT TO Pay. FEWALID 
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Probably the first working example of updating a 

2D arcade classic to 3D, tank-combat simulator 

Battlezone wowed the Eighties arcade-going public with a mix of 

incessant action and vector-graphics goodness. Craig Grannell talks to 

lead programmer Ed Rotberg about this iconic title, and how players 
very nearly had a much harder game to contend with 


oo ] 
907000 


retro game with its vector to doing 3D.” “Whore | 

graphics and simple gameplay, Ore brainstorming session leer, end 

tank-combat simulator 
Battlezone was a prescient creation. 
Foreshadowing a common occurrence 
of the PlayStation era and beyond, the 
Eighties Atari effort was the first time 
a much-loved 2D classic was reborn is. 
in glorious 3D. Suitably, it was also Ed, "And our game was 1 
» DEVELOPER: N HOUSE largely driven by technology. “Well,it with nue 30 -Tirn Skaly's Tai 
>» RELEASED: I all really started with the advent of the 1nd thar was no 

R vector generator,” begins Ed Rotberg, not in 1980, so his next task was: 

US HOME the game's lead programmer and projecting view of the world from ‘0, 0,0 
the brains behind other Atari classics, With the team |mited by somewhat in the universe on to the screen. “Once | 
including S..U.N. Runner and Steet ‘embryonic technology, Ed's approach to the that and the field of view rignt, messing 


IN THE KNOW 4 though every inch the we had it working, itwasn't abigstep of carchul 


the idea of Banlezone ernemed a game 
ile enemy 
truly unique 
ent, “The inspiration precious, the o 
Hence, | repeated 
‘throughout the game, 


and since rasnurtes were 
had to be instances 
shapes 

y verying the 


»» PUBLISHER: (TAR NC 


aightforward, and this was 


» DEMRE, COMBATSIMULA 


EXPECT TO PAY: 5 FOR Talons, “Howard Delman developed game was overtly technical, anche was 
ORGINAL CABNE it in response to Exidy’s equivalent Getermned to-squeaze avery drop of power Is 9, | sterted incre 
generator, and we realised that once from what wes available via@ combination moving the camera around and putting in 


178 RETHOGRITER COLLeCTIONUGLY 


007000 
oo7o00 


» [Altar STIBy the 16-bit ara, home machines were full capable ofrepli he accomplsted 


‘AariST ve'sinnderonstotes, 


the Baten expo, 


"ONE WAY YOU KNEW YOU HAD A GATE THAT WAS GONNA BE 
SUCCESSFUL WAS WHEN YOU WALKED NTO YOUR LAB AND 
HAD TO HCH PEOPLE OFF 'YYQUR PROTOTYPE SO YOU COULD 


WORH ON IT" cH 


controls to enable a player to steer t 
says Ed, identifying this as the momen 
he got excited about the game. thet point oF view 

theoretical until that point, but ance | could Next. it was @ case of putting a moving 
drive around! the playfield, | knew the math abject cut there, which was the first tank 
and data struotures were working, and | ‘Once | knew | could drawan object, it 
reaksed it was diferent a matter af encoding the tank in the 


whe 


inary way enduring, but he t 
had the fist of 


Itwes all cad frorr 


no ane had 


done anything lke this.” Ed says he had no data format we were using, storing it, and 
ilusions at that point rege hanging its position and orertation every 
frame, along with its matn« for rotation, 


Margolin was very helt Virion ng u 
with a way of minimising accumu 
were using faxed! point machi 
‘then — you didn’t have floating-naint — and 
umulated error could get out of hand, 
making everything distort.” 

By now, Ed notes that others in the 
department were also getting 2xcited, and 
were regulary cerning in and playing the 
game, “That's one way you knew you hack 

F a game that was gonna ha suacessfu 
. Se walked into your lab and had 
2 Thecofourttookng Bata arcade at to kick people off y 


he says. 


ur prototype So you 


lAvcade] Bate 
mmm at the tie, the or 


/0-stick control system, with each sick controling one of the tank’ 


fa, ard fetantated the HUD fom te actin. Asiwas 


DEVELOPER 
HIGHLIGHTS 


STLU.N, RUNNER jricrunee) 
‘SYSTEM: ARCADE 


YEAR. 1999, 
j i“ ‘STEEL TALONS 
suid work on it! SYSTEM ACA 
‘om there, Ed says Batilezcne was a 
bcubs ted seenites! PRO SERIES GOLF 
case of putting al ef the peces together EO SS Oo 
—adding collision detection buibing a s ou E 


system, working on rudimentary Al for 
me's nc crafting the various 
objects and visual components that wos 
into the final 
Interns of the natu 
Ed not 


f those objects, 
was limitad by the number of 
vectors the generator could draw and the 
numberof 3D caoulations that could be 
done in each frame. “The idea was to ma 
something that you cou 
navigate by" he says, 
pf, nce they wera just a backdrop, but 
everything else was a balancing act of what 
we could got to show without slowing up 
the frame rave 
One exception to the sparsty of the 
envronmentis the erupting vacano, which 
came about due to fellow programmes 
anily hassiing Ed during 
jon, “We worked in the 


recognise anc 
@ rrauntains were 


CONVERSION CAPERS 


Although technology evolved at speed in 
the Eighties, Battlezone was beyond home 
systems for many yeers. “| was working 
With custom hardware and contrallars, 

and the guys converting Battlezone had 
generic systems that weren't powerful 
enough,” says Ed, "They couldn't possibly 
do all the 3D graphics calculations, and they 


didi’ have the resolution to do the kind of 
drawing we did on the vector gonarator” 
Despite the evident challenge, seme 
memorable conversions were made, with 
variable levels of authenticity. On the VIC-20, 
speed and resolution were sacrificed, but the display samewhst resembled the 
original. On the VCS, vectors were ditched entirely, in favour ofa fast, raster 


based effort. “It was like peraphrasing ~ there's no way these games could quote 
Battlezone, but they could paraphrase it, and so that's what they did,” considers 
Thad no problem with that, because | wes aware of the technical hurdles.” 
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The Making Of... 


BAT TLEZONE 


WAR ZONE 


A surprising offshoot of 
Batilezone wes Bradley Trainer, 
aversion designed for the 

US Army. “A group of retired 
‘generals saw Batlezone and 
thought we could come up 
witha training device for one 

of thoir vehicles. They got in 
touch with Rick Monerief, who 
‘was gung-ho about the idea 
and promised a prototype in 

a very short amount of time,” 
grumbles Ed, who, asa member 
of the ‘peace generation’, was 
ti-war and ageinst creating 
something that indirectly could 
be used to train people to kil 
“Unfortunately; no one 

else had femiliarty with the 
Platform or code, and so | 

Jost three months of my lfe 
working 16-hour days to put 
the thing together, under 

atif Atari decided 


tar 26500] Ga a Co 


ns areade-baned fovea rectly infuunced Batfaaone which eke concaptinto 30, 


nis avenue, "id be same lat and every day he'd comein and level, where you fa sticks were provided, criving each of 1 
exempt from further work ask when I was going to make ‘0 1 farly easy, a saucer was virtual tark’'s tracks, The reason for this 

on it” recalls Ed. Ultimately, cha" qec BEX Oraicien wht Thisis a high-poir target “ esEd. wesssirele: "Wi 

(er eGeatumeer ore active,” racalls Ed. One day, with Ed working his is a high point targe according to Ec, was simple, "We 


business to get into, although on a partculely nasty problem, Owen asked itand you'll be distracted fre Ia tank's got :wo treads and 
‘some good unintentionally the question one time too many, and Ed ne tank, which makes the game hares,” row they turn — by forwatc and 
came of it. Ed explains: “The responded that if Owen wanted an active explains Ed. For some variety and added ion of the treads,” Budge 


controller created for Bradley 
Trainerended up being used in 
numerous other games, starting 


volcano, he should pregrammeit himself joughness, an unsympathetic super tank restrictions limited the treads to a singh 
The next moming, the coda wes siting was added to the mix, along with a missile, speed, but ths made the contrels easy to 


HW hour Of the enemies, it's the missle Eat t 


with Star Wars, so in that regard thore on my chair, andit took n, and various stick positions provided 
| guess it was a good thing!” to integrate it, and Owen wi temembers most fondy, “The missle was a diverse array of movement, enabling 


jing. "Ard Inever had to touch interesting because it was the only thing that your tank to turnin place, turn oF reverse 
aca once | put itn ~ it just werkedt moved inthe vertical cimension, other than both left an id travel forwards and 


Looking at the game new, the velear the pieces thet flew’ around after something backwards at speed 
sfhaps the team's sole indulgence exploded,"" he says. “I really liked t Early versions of the cabinet also 

where, Battlezone is tightly h iO it tumed out - while there's this p: @ viewfinder eer 
ensure the best gameslay experience for ——_renciomn motion of zigzagging that ami "The idea wes to make the garne 
the player. The radar, imple, far from takes towards you, after a while you sort immersive,” says Ed. “| ‘t think 
an extravagance, a necessity in suct anticipate whan it’s going to turn and it really worked, though, because it was 
3D environment —as Ed notes: "Put where you need to fire — there's a Zarvlke e." Ed also notes that this 
som in our 20 world and they can't ‘quality to fighting the missiles that wes id othar problems, notebly 
tum theirhead—only ponderously tun the really very different to anything (c/ssenin people being unable to see the game when 


tank— and so they needed to be abie to videogames to that pont.” walking by itor when it was being played 


lo nies, to immediately react a Of course, with classic Atari release rat 10 the side so peopl 
somthing about thee.” the game Was only a stall part of the ame time to take 
ining the enemies, Ed designed puzzle — the company had a penchant for home a prototype, | took a cab without 


cabinets with suitabl r because | hated it ~and that's 


y"" remarks Ed, noting 


a faily linear progression, starting with 2 crafting uni 
stensare theterms "the leaning controls, In the case of Baten 


viewtind: 
what | have to 


'[Aveado] Dur ero puts ara exrava dango, juts you ea gut a btirlook att any ank, What a guy ‘(VIG Evin ta nazewaly underpowered ViG-2 gota Bataan eawvenion, dba aTickuiyanduiforaving we. 
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(00S) Say Z which wie tleaand an sunbir ofdoro fonts roe the bale proms of Batons ard surounds 


‘tina misson-bssed wrapper 


THE MAHING OF: BATTLEZONE 


comreling ameply ofits arcade 


"PEOPLE CLAIMED THER FRIENDS GOT TO THE VOLCANO, BUT THE 
PLAYAELD WRAPPED AROUND —I6-BITS IN EITHER DIRECTION AND 


YOU WERE BACH AT ZERO! 2 ex 


that a combination of 
earnings indications regarding potential 
punters beir cc ati 
Jed to later units dispensing with the 
viewfinder entirely 
With about 15,000 units produced, 
Batlezone was abit, and various 
corversons, rerral 
inspred efforts peppered the market for 
‘years, ensuring the original game's legacy, 
We ask Ed whether in hindsight he's hapry 
with the game he largely created, ancl 
ther idsas would have made the cut 
hod he not been up egainst typical tight 
deedlines. “There are always things you 
want to include but cant, or things you'd lke 
10 imprave,” he oonsicers, remembering a 
pariculely ifeseme high-sesora bug that the 
team never managed to shake he 
gameplay side, there were people who'd 
get realy into playing for along time, end 


» [Arcade duck Bator tg tanks gatas cas, 


ERIS ON PEDRI 


‘We came Up with ideas for increasing the 
jency and decreasing the game tim 
Had these icleas been ipl mented, 
Battlezone may reve had an additional and 
y savage foe, "We talked about 
nch tubes on the playfield, 
youd gat a warnng about and have to 
reach before they launched a missile 
Ed. "But unike the standard miss 
would come and kill you from above, wh 
youlhacino defence. So you'd be dealing 
with these, super tanks and the other 
missiesat the seme time” Merafuly, the 
original ntert was for these devious missiles 
to cnly appear far later in the game, 
While on the subject of extra 

components, we ask whether there W. 
‘ever any truth in the various Rattlazane 
rumours, such as concepts for reaching 
the voleana ar ciscovering a tank factory 
‘spewing outenemy tanks, “h 


= GEING RL 


© TO ACHEVE THE IMPOSSIGLE 


background was strictly a background — ft 
rotated and was at infinity, itary,” says Ed, 
adding that there wore 
to be otherwise. "We gotall kinds of letters 
fromm people asking about this, or caiming 
friends got 10 the volkano once, But the 
playfield wrepped arcund — 16-bitsin either 
direction and you were back at zero!” 
As the interview draws to a close it's 

very clear Ec has. lot of effection for his 
near30-year-old creation, He still tks bout 
Batilazone wit 


never any plans for it 


ask whether the game was @ particularly 


00d tte to work on. "It was a great 
game to work on” Ed confinrs, "I got to 
Use stuff | learned in college that had len 
dormant until then. | alse felt Rattleray 
was groundbreaking, and t's aways a 
00! feeling when you knew you're doing: 
somethng no one has seen before 


ers dayaneae with veto ad wpa ty 
ret emai largely int, though 


th burl aden Tho 


3 Thairione ay ook cap uty wre ply aay to goo gps wl 


RIGHT 


With thanks to Fruderic Delare (wwnvarcailefaver net fr the cabinet photography. 
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RETROREVIUAL 


RETROGRADE 


ITES, SPRITES EVERYWHERE 


PUBLISHER [HALA 

RELEASED, 

(GENRE: SHOOT-EM-Uh 

FEATURED HARDWARE CO} 
Pavic2 


ISTOR' 
Let's face it, 
iteomes to 
shootem-ups, 
Amstrad eame a 
poor second to 
C68, Sure, you 
had the kes of Cyoernoid, Light 
Force and Zynaps, but when 
it came to scrolling shooters, 
nothing could match the slickness 
id-smoath speed of 
Commodore's machine Armalyte 
kis, Salamancier, Wibell 
all moved with aspeedy 
grace that just wasn't possible on 
the CPC, and | would find myself 
inwardly flinching whenever | 
hadto acknowledge tomy smug 
rate that the Cb4 was indeed the 
better machine when iteame to 
my favourite gence. 


pers scroling. Publ 
Thalimus andl soded by 
siyare, is the sheer ay 


an 0 wed! torn TB 


hare pl 
the shesr spec 
they vihiaa pee 
1 together and wh 
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AT THE DAWN OF THE EIGHTIES NINTENDO WAS ONLY JUST STARTING TO 
EXPLORE THE INDUSTRY IT WOULD EVENTUALLY DOMINATE. LONG BEFORE THE 
NES, MARIO, AND ZELDA THERE WAS THE GAME & WATCH — THE SERIES OF 
HANDHELD TITLES THAT WOULD ULTIMATELY SIRE THE ALL-CONQUERING GAME 
BOY. DAMIEN MCFERRAN EXPLORES THE HISTORY OF POCKET-SIZE GAMING 


Yearreleased: 1280-1991 

Original price: Aporox $30 

Buy it now for: £5+ (cependirg on model) 

Why the Game & Watch range was great... The range offered true portability 
for the first time in the history of the videogame industry. The units were small, 
durable and the cell batteries lasted for ages before they needed to be replaced. 
Forced to work within the confines of the crude LCD technology, Nintendo 
succeeded in crafting some truly mesmerising gaming experiences, the vast 
majority of which stand up to scrutiny even by today's standards 


hen you look back on the history of videogames 
5 not uncommon to discover amusi 
regarding defining moments in th 
example, rumour has it that Namco’s Pac-Man 
was conceived when the game’s creator Toru 
Iwatani glanced at a pizza with one slice missing. 
and there's an equally famous tale that suggests that Nintendo's renowned 
Mario was named after the landlord of the company’s American offices, 
who happened to bear an uncanny resemblance to the Italian plumber. 
Whether or not these stories are actually true is a moot point but it’s 
impossible to deny that they lend our hobby a sense of wonderment and 
it’s remarkable to think that these toweringly popular ideas can be born 
from such humble baginnings. 

The genesis of Nintendo's Game & Watch series is recounted in an equally 
whimsical tale. According to legend, Nintendo engineer Gunpel Yokoi ceme up with 
the concept after observing e bored Jepenese salary man adsert-mindedly fingering 
his pocket calculator while travelling to work. Ifthe story is true then this seemingly 
innocuous encounter ultimately gave birth to portable vedeagamng 2s we know 
it today. Yoko was treaically kiled in roadside incident in 1397 and.although he 
would gain worldwide fame and adoration as the crestor of the Game Boy, many 
View his eerlier LCD legacy with the most fondness. 

Yokoi started working et Nintendo in 1965, assuming the modest role of an 
assembly tine engineer. The Nintendo of that ea was a very different baast 10 
the ona that wa know taclay; the main focus af its business: was 'Hanafudla’ 
playing cards. According to yet another of those iresistble yarns, Yokoi created en 
extendable arm in order to amuse himself during the long working hours and this 
device happened to catch the eye of compeny president Hiroshi Yamauchi, who 
was inspecting the factory at the time. Yamauchi was on the lookout fora praduct 
that could tum around Nintendo's fortunes; the playing card matket had slumped 
badly in the mid-Socties and the presidant had ‘ried all manner of different tactics 
io turn a profit 

‘Yernauchi was instantly intrigued and tasked the young Yokoi with turning his 
‘extendable arm into a bestseling product. |t was @ risky move that was by no 
means guaranteed to succeed, but the re-christened “Uitrahand’ proved to be a 
runaway success, shifting mera than 1.2 million units worldwide and wale 
prove to be the first in a long Ine of papuler toys to spring from the mind of 
Nintendo's new star emplayee, These novel creations would eventually earn 
Yokoi his very own department within the company, known as Research and 
Davalanment 1 Group. 

Towards the end of the Seventies, Nintendo started to disregard toys in favour 
of videogames and it was during this te that Yokoi had his aforementioned 
chance mocting with the bored businessrnan and is calculator. It was ideal 
timing; LCD technology was cheap and videogames were big business. However, 
Lup to this point quality gaming was restricted to either the arcades or the home. 
Several companies had already produced portable games, but they were usually 
rudimentary LED-hased units with uninspiring gameplay and were too bulky to ba 
deemed truly mobile. Yokoi watched the elforts of companies like Mattel and Tomy 
with interest; he had his own ideas for the portable gaming ind 
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tt was during the development af the Game & \Natch that Yoko laid down 
principles of hardware design that would acho through Nintendo's history nght up 

to the present day, dubbing 1: ‘Leteral Thinking of Withered Technology’. Freelance 
journalist and elltound Yokoi admirer Lara Criager exphins: "Esserially, Laterel 
Thinking of Withered Technology boils down to using mature technology in novel 

or radical applications. At the time of the invention of the Gane & Watch, LCD 
technology was everywhere It vas a well-understood process and besause prices 
‘or individual components had dropped so much, integrating LCD into @ product wes 
relatively inexpensive. Some people at Nintendo wanted to use fancier technology in 
the Game & Watch, technology that woud heve reduced battery life ard raised costs, 
but Yokoi insisted that affordability was key and that the player cared more about 

fun gameplay over flashy technology.” Yokoi would later apply this philosophy to the 
production of the Geme Boy, and Nintendo has taken a similar stance with tecent hits 
such as the DS and Wi 

Yoko faced a tricky conundrum when it came to deciding upon the best interface 
for his rew product. He quickly deciced that @ conventional joystick would impede on 
the Game & Watch's portability, so he began looking for solutions that wauld take up 
lass space. Mary of the early machines simply pessessad a couple of buttons with 
which to control the game, usually cerrespanding to simple actos nowing 
leftand night or tumping, but 1982's Donkey Kong Jrchanged all that. Although it was 
actually four buttons errenged in @ cross shape, with each one corresponding to up, 
down, laft and right, it would later evolve into what we now krow as the direction 
ppad, or (D-pad! ior short. This was a development of truly seismic proportions 
as Crigger acknowledges: "The entire portable games industry wouldn't exis iit 
‘weren't for the invention of the D-pad. It was that first, necessary invention that 
made all portable ganiing devices possible. |t comes down to basic ergonomics; the 
D-pad eliminates the need for a joystck, thus streamlining the controler interface 
‘and faciitating portability. A controller with @ D-pad simply takes up less physical 
space,” Compared to other mathads of control availatie at the time, this new 
interface presented undeniable advartages. "The D-pad is a more intuitive mathod 
of controling gameplay, cornpared to the sltematives,” continues Crigger. "Look at a 
joystick: to manipulate it, you have to use the sides of your thumbs and fingers - or 
in some cases, your palm or whole hand, That takes more manual effort than just 
pushing buttons with a thumb tip.” 

There was also an element of convergence with this new renge of handhelds 
Although it seems like 2 trifling addition in today’s technologically advanced word, the 
n of a digital clock in each game (therefore giving rise to the name ‘Game & 
\Waich’) was a major seling faint back in the early-Eighties. Athough LCD watches 
‘were camimonly available thay were outside the reach of most children, so the Game 
& Watch was a useful device as well as a source of entertainment. A handy alarm 
feature was also eveilable — possibly to wake up the owner after e particularly heavy 
night of LCD-gaming. 

‘Arguably the most vital plece of the hardware puzzle was the choice of power 
source thet Would bring these tiny games To life, Yokoi opted for ‘button cel” batteries, 
previously sean in digital watches and caleulors. Not anly were these cheap to 
replace, they were aso small and therefore fitted snugly within the machines without 
breaking the sleek, straight lines of the casing or edding any additional weight that 
might hinder portabiity. Yokci's desire to ensure his products would be inexpensive to 
run and not require ¢ constant supply of fresh batteries played a vital part in ensuring 
the success of the range ~a fact he was sure to remember when he came to create 
the Game Boy almost a decade later. 

But there wes much more to the eppeal of the Game & Watch range than just 
mere interface desion and long-lesting power, Because LCD technology granted the 
developers @ very limited amount of on-screen real estate in which to place ther 
action-packed gaming experiences, the gemes themselves tended to be extremely 
focused. "There was little roar for dasign screw-ups,” says Crigger. "if the game 
mechanic wasn't simple enough, or eddictive enough, then the gerne failed. It 
couldn't hide behind flashy FMVs or intricate storylines. It was just player and 
mechanic, and that's it." The experiences offered by the Game & Watch may seem 
primitive by today's standards, but that very same simplicity was a major factor in the 
ultimate success of the lineage and is a testament to the concept that the games. 
are still eminently playable even today. They‘ appealing far the vary sare reson 
that Tetis will never really die: simplicity is addictive," comments Crigger, “People 
love activities that are eesy to learn, kut hard to masten” 

‘The first Game & Watch ttle was the simplistic Bal. Reteasad in 1980 this, 
endearingly basic game showed only faint glimmers of the kind of depih later Game 
& Watch titlas wauld possess: the screen was completely blank, the gameplay was 
unsophsticated and the LCD characters somewhat crude — clearly a case of the 
developer finding its feet with new technology. Seles weren't astonishing but the 
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COMMUNITY came s warc sires To WATCH 


Mike’s Nintendo Game & Andy Cole’s Game & Parachuter 


Watch Forum Watch Collection http://p-edge.nl/parachutet/_ = www.gan 
svaiepemmanaabipiaaele :l/homepagemtiworid.com/ Marin Van Spanie't e's attractive and Another wol-reaised 
ieee fps brillrty dsigved ~ whic is Nirtendo's Gare & Watch t recently 


Mike Parayiotakis's excellent forury is 
fa vibrant nua of Game & Watch activity 
and s the idea place to laa about the 


gameandwat htm 
Cole's S&W pace i one o the net's 
est and forms part of a wider site that 
charts Ns entire videogame callactian, 


aout ie walls some Gane & Watching Tones, design Worth a 
Cormpewios fstarrg acolecnan A Thsbem paris te GF anmarers , ‘ Sedan Woman ‘ 
wust-have resource for prospective fans. showing sections of each game. ie iat alltel rosin sib ahithiciibantaa 
: a = 
& Lyon its 


game seemed to stike chord with consumers and this was enough 10 persuade 
Nintando that it was warlh creating furthar tiles. Ball marked the first relaase of the 
Silver’ series of Game & Wetch titles, so called because of the colour of the met 
faceplate. The next step was the ‘God’ series, which wes fundamentaly the seme 
machine but with a different faceplate and a smattering of static eclour on screen to 
make the games seem a littla more vibrant. This range spawned a mare three titles 
before it was superseded by the ‘Wide Sareea’ variant in mid-1981. As the name 
sugges's, the display wes a whopping 30 per cent larger than the one seen in the 
Sir and Gold rang} 

‘The limitations of the LCD display meant thet Nintendo was always looking for 
‘ways 10 innovate, and the next logical steo wes tc add another screen to double the 
amount of gameplay each tie could potential offer. The Multi Screen series kicked 
aff with Oil Pane:in 192, but it was the release cf Dankay Kong that really comentad 
the success of the range, Easily the biggest selling of all the Game & Watch titles 
Uup to that paint, Donkey Kang was a starlingly farhful representation of the arcade 
smash hit. Iconic in design, the Multi Screen range would influence future Nintendo 
design choices. "It's no secret that the Nintendo DS was based on the original Mult 
Screen Game & Watch design and that just shows haw far ahaad of its time this idea 
was,” comments hardcore caltector Miike Parayiotakis 

Roloasod in 198, the Tabletop sovios was sornething of 3 coparture for the 
norm. It sacrificed portability for more impressive colour visuals and ran off bulky 

C’ batteries, Sales cf this machine were steady but nowhere near as impressive 

a8 its Wide Soreen and Mult Screen cousins, and therefore orly four Tabletop tiles 
were ever produced A rafinament af the technology msulted in the mora mobile 
‘Panorama’ senes @ few months later, which usec a foldout miror to enharce the 
vacuum fluorescent display. Nintendo's seemingly insatiable desire for colour gerning 
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cumirated in 1984's ilkadvised ‘Supercolor’ range, which was in fact ust a standard 
LCD dsplay wth a colour overky. Only twa games were ever produced, making 

ths the least successful entry in the Game & Watch canon, Sensing thet gaming 
was also & social pastime, Nintendo decided to publish the ‘Micro Vs' series in the 
seme year, which offered smukaneous two-player ection thanks 20 a pair of small 
detachable controllers 

Also in 1984, the final hartware revision was released in the shape of the 
legendary ‘Crystal Screen’ machines. These were more traditional games in keeping 
with the Wide Sereen style, but they possessed a transparent LCD display. Sadly 
these screens were highly susceptible to damage, Marketed as a luxury item, the 
range didn't quite achieve the same kind of fame as che more traditional Wide Screen 
games, which by this point had been relsunched uncer the snappy title of ‘New 
Wile Seren’ 

Although it's strange to think it now, Nintendo didn't really command much of 
presence outside Japan at the tme, so worldwide distribution af early Game & Watch 
machines was handled by other compenies. These included Mega (USA), CGL (UK), 
4li21 (France). Videonoche (Belgium) and Futuretranics (Australia). Many of these 
fims would re-package the devices and! in some cases remove the Nintendo logo 
altogether, instzad replacing it vath their own, 

By the mid Eighties Nintondo had released the NES home console and the 
Game & Watch range took a backseat role, As the decade drew to a close the 
seemingly vast reserves of innovation began to fun ory, but it was ultimately Yokoi 
himsef that would deal the deathblow to his belavec pocket-sized offspring. Zelda 
the panuitimate release in the range, hit shelves in 1989 
newest pet project the Game Boy, It was instantly obvious that the writing was on 
the wall for the videogame and clock combo, The very last entry in the series wasa 
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foving homage to the game that started it all~ 1991's Mario The Jugaer recycled the 
gameplay from Ballbut showeasad gorgeaus sereen artwork lt was the end af an 
era, but with the new-fengled Nintendo wooing gemets the world over, few seemed 
to mourn its passing 

Given the durable nature of the Game & Watch renge, the appeeling design of the 
casing and the desirable Nintendo branding, it's litte surprise that a truly hardcore 
collecting scene has risen up aver the past few years. The reasons for this differ 
depending on which collector you heppen to speak with. "For most of today’s 
colloctors, i's simply nostolga," comments British Gamo & Waich fanatic Andy Colo. 
"People now find themselves with the resources to buy the gemes they lusted after 
in their childhood, rich their meagre pocket money couldn't buy them.” Others do 
it more for the love of the brand, stich as Dutch collector Martin Van Spanie. "I have 
always: loved Nintendo games and tha Game & Watch series are basically where 
ital started for that company.” he says, “I want 10 see them all, and find out how 
Nintendo made progress.” 

Wherever the reason, messing all 60 of these unique devices isn't an easy 
{or cheap) task 

“Even though many of the games can be found fora fiver, you néed lots of cash 
if you want all 60 of them,” explains Van Spanje. "My collection has already cast me 
around 3,800 cures, and''m still missing ‘our of the more expansive gars. Also, 
| don’t collect mint condition games and | don't care about the packaging and user 
manuals, If you want all of thet as well, you need ‘0 at least double your piegy bank" 
Indeed, boxed specinens in pristine concition can fetch prices wel into tip figures 
and the elusive 'BOth’ game —a special adition af Super Mario Bras produced in 1987 
—is very hard tolocete. “This is the Holy Grail of Game & Watches and remained 
almost completely unknown in collector's circles for aver @ decade,” explains Cole, 
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‘Multi Screen 
Predating the DS by over 
20 years, the Multi Screen 
ertectively gave twiceas 
much action by adding 

fan additional LCD display. 
Because the game could be closed when 
natin use, t made it even more durable. A 
‘smaller version that opened sideways was 


alse released, 
‘something of a backwards 
step, recalling memories 

of the unwioldy electronic games of the 

late Seventioa. Unsurprisingly, the rangi 

didn't sell as well as the traditional G&W_ 

machines, although Interma af gameplay 

these are stil wonderful machines to own. 


Tabletop 
Bulky, powerhunary and 
practically un-portable, 
the Tablotep range was 


Micro Vs 
> Providing much-needad 

‘multiplayer action, the Miso 

@~ Vs sarge featured two small 

= joyoadsthatcould be stored 


within the system when not 
in use. The thin seraers were less welcome, 
however, and the series wes not as 
‘suocess‘ul as might have been axpected, 


“ILwas produced 2s a prize for ¢ competition for owners of a NES FI racing game. 
Ten thousand ware givan away in Japan anly, making this by far the rarest Gama 
& Walch ttle. Only in the early 21st Century, when collectors in Japan spread the 
‘word, did this game become widely recognised, Because of ts renty, its value is 
higher than thet of any other game in the range — expect to pay about £300 just for 
an unboxed specimen.” 

Another aspect that makes the range so eppealing today is the durability of the 
games themselves. "As can be seen by the number appearing in auctions and 
in collections, they are still going strong, thanks mostly to ther extremely simple 
electronics,” comments Cdl, “They are probably more reliable then @ games console 
of today; | expect that they'l stil be around long after the last PS2 is in landfi 
‘Van Spanje expands on this: “The games were intended for kids and fit inside your 
pocket If you keep them sate, they will last for ever even if you play them regularly 

Has our intrepid gang of Game & Waich experts cot any advice for prospective 
collectors? “A potential collector should first set a target,” advises Penayiotakis. 
“There are many things to collest and buying everything isn‘tan ception unless you 
have Unlimited money. Do you wish to collect boxed games? Do you wish to get 
special versions of the games? Do you wish to get all 60. games? You need to focus 
on specific items and create a Ist of things you wish to cpllect.” Cola gives similar 
guidance: “The answer | always give to this question is to go slowly, as it’s possiblo 
togete complate collection of every tile in as litle 2s a morth or two it you have the 
money, but where's the fun in thet? Decide on a goal before you stert. For exemple, 
decide if you want loose or boxed games, special or regular editions, then stick to 
your goal and be patiant to wait for the right games ta come alang. My cellection took 
me about five years to complete but | got sume extremely good bargains and that is 
more satistying then blowing a few grand all in one go.” 


RETRO GRIIEH WOLLECTION UOLY 183 


‘Specialthanks to Anly Cole for providing exclusive hardware photography for this feature 
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Le PERFECT TEN GAMES 


- Although the general quality of the 60 games released in the Game & Waich range is very high, there are obviously a 


handful of titles that stand out 8s true classics worthy of your time and money. We asked our trio of Game & Watch 


& experts 10 come up with their most memoreble titles. .. 


pe SCCDONKEYKONG IR 
DONKEY KONG JER, (NEW WIDESCREEN) 


» RELEASED: 1922 
> BY THESAME DEVELOPER: [AB GRAB 


] The first ‘New’ Wide Screen release justfiabiy r 


DONKEY KONG II 
(MULTI SCREEN) 


RELEASED. 1092 
> BY THE SAME DEVELOPER: IROPCAL FISH 
(1) An earty Multi Scraen thease, Donkey Korg His 


UT possesses a tofty repuration arnong hardcore JZ icchrvaly tne saquel to Donkey Kang wt; with Kong's 
collectors “it has the best piayabity ever in e Game & plucky offsoring ence again called upan to saves beloved 
With release” states Martn Van Sparye ~ which is high father ~ only his tie across two hazatc-packed screens, 
praise indeed when you consider the high quality of most “Thisise bxilant game," says Ven Spanje. “Alte: moving al 
Game & Watch ties. Mike Panayiotaks isin agreement: ‘the way up the second screan you have ta work your wey 
“This the only game | owned asa kidandithols a specal down again to seta swatch, It's chalenge to play, and fun 
place in my heart. k has come great gamoplay eo well 709, evary time You open the cago and free your father.” 
‘Assuming the role of Keng's cute offspring, the asic aim Featuring some lovely case artwork and atractve scisen 
is to free your captive father by unlackng the bolts on his presentation, litle worder that Donkey Kang II\was @ 
cage It may have crude visuals but theyre surpisingy roaring success ard continues tobe fondly remembered by 
almesphene, ' While none of the Game & Watch titles ae fans even today, Bacause itwasa huge salle, seconc:hand 
exactly realst, | alivays thovgnt hat tis one reslly mace Unis are commonend cheep, scif yaute ooking tostarta 
you imagine that you were in the jungle,” says Andy Cove collection then this is well worth investigation. 


‘SPITBALL SPARKY MARIO THE JUGGLER ZELDA (MULTI 
(SUPERCOLOR) (NEW WIDE SCREEN) SCREEN) 


» RELEASED: 178 > RELEASED: (99 » RELEASED: (989 

» BYTHE SAME DEVELOPER: > BY THE SAME DEVELOPER » BYTHESAME DEVELOPER: 
PREALL FLAK POX SAFEBUSTER 

()QOre of the two releases in 1) /, Although this was the last ()F; The penultimate Game & 

U tre itistec Supercolorrenge, UA Game & Watch handheld to FD Watch wes released in the 


Spittal Sparkyis 2 Brearout cone at 
hear. While itdoesn't viork as well 
8 you might hope, rt remains ar 
intiguing example of Nintendo really 
trying to gush the remitof the Game 
i Watch range. “Its great because 
it's an atemptto create bers--bels 
1yp2.gamepiay using crude LCD 


tbe made, it's acualya remake of 
the first ttle in the lineage rather then 
a fully fledged release. The crude 
visuals of Bal are upcated excellerth, 
with Mario taking certre stage. The 
sceenisako attractively ilustrated 
with scenes from Super Mario Bros 
‘Mano The Jaggter xs realy rice 
araphies," says Van Spanie. “Its not wh a colourful screen backaraund 
altogether successiul ut itis great to and the ganie is curte addictive and 
see Nintendo ying to work erourd musica,” seys Cole. The garnenlay 
the imitations of the LCD sereen isn't as deep as you might want butit 
and watch the games maturng proves that the core concept of Ballis 
head ofthe tachnology." Ssxily, tho tong enough to rerrsin entertaining 
larger Superoolor units ze a ot less Irs alse quite colectatle these deys. 
portable than other machines, 


same yeer as the Game Boy and ty 
this point was clear thatthe series 
wae on borrowed timo. Nevertheless 
Nintendo chose to go out with a 
bang, "Even though it's nothing 

We hes Zac we nes kro i id 
capture the feel of the werldit was 
played in,” says Van Sparje. “it's 
basicaly stabting apponents with a 
knife, anc then defeating the same 
ok! Grago? over anal over aga, but 
i's 9 piece of Zelds history” Although 
it was a Mutt Screen reease, the 
ction is confined to tha ewer seroon, 
withthe top dsplay being used solely 
for statistes and intormation 
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SUPER MARIO BROS 


BALLOON FIGHT 
(VARIOUS) (NEW WIDE SCREEN/ 


CLIMBER (NEW WIDE 
SCREEN/CRYSTAL 


» RELEASED CRYSTAL SCREEN) SCREEN) 


» BVTHE SAME DEVELOPER: 
RAN SHOWER 


/. The first Game & Watch 


(wi) 


1» RELEASED: 1784 (CRYSTAL) 1968 


‘> BV THE SAME DEVELOPER: 


» RELEASED: 1766 CRYSTAL), 1988 
(wide) 


EV THESANE DEVELOPER: 


U6 iciesso-to feature hoizontaly MAROSCOMERTrACTORY ssooPY 

sordling evel, Super Menaeime ) First released as cert of the © Many collectors view 
“ane ipieol sevens jor te Snes coveted Crystal Seen range JO cimberas the ‘perfect 
Alteooieclee ra tie aise of Game & Waiches, but eventually Game & Watch release in terms 
idl zie a = byes P ven a mcre affordable New Wide of cameolay, “It's a nearper 
eganrolis LGR felayels wa Screen outing, Balloon Fights yet implementation of ited LCD 
‘eel 6 possiblity, this is nevertheless another panfully addictive addition to graphics and mansaesto insude 
ate: ee ba pean the Game & Watch ine-up. Although mutiple levels, moving platforms 
fares ane of he nce reeciatiy Balloon Fight stares its name with andend 


ties in the range. The visuals are 
lite base (this is mainly due to the 
sserting level, which ise flat lina 
to ave the impression of movement) 
but everything else ts excepboneily 
polished The special edition variant 


consok 


the famous Nintendo arcade carne, 
this bellant Game & Watch is actually mobil game If nat, somecne should 
‘based on tne ‘Balloon Trip’ made 

that only anpeared in the NES home 
e relaase You play as a young to the scrolling level 


Spenje. “It should stil evist oday as @ 


moke itand re-release i." Like Syoer 
io Bros. the visuals look basic due 
but Cimber 


ished The speci eon variant chop with a jet peck end youre feels fermote virert end ective then 
wes ire to T0000 ands very fee; tasked wth mein hough the ‘most LOD tes. you want scl 
ae ee DST OEY Sets scrolling levels collecting balloons and Intreduction to the world of Game & 
hace avoiding traps as you go. Watch, try this. 


MICKEY MOUSE 
(WIDE SCREEN) 


1» RELEASED: 1991 _ 
> BY-THE SAME DEVELOPER: WAROLE 

) fr’s amazing to think thisnow, butmary of the 
U7 charactors that graced the early Game & Watch tiles 
‘were leensed (rom other comperies, and Nintendo stars ike 
Matio ard Denkey Kong only got ther chance t shine later 
‘Along wth Snoopy anc Popeye, Disney's Mickey Mouse 
featured in severa| tides, with this Wide Screen outing 


probably his best, "| Jove playing the game and just lke the 
look of i,” says Van Sranje. The game involves catching 
‘eges and is amost identical to another G&W release ented 


Fag i's boleved that this other variant exists bec 
Nintendo didn’t heve worldwide rights to use the Mickey 
Mouse cence, The gemepiey is simgle but ectve, and 
itisan intaesting exemple of how Nintendo explored the 
weld and wandertul world of loensing in ts early days, 


MARIO'S BOMBS AWAY (PANORAMA) 


» RELEASED: 1753 
» BY THE SAME DEVELOPER. GOLDCLIFF 


4P) He may be common knowedige that Mano s 6 dao 
J anc whan t comes to sorting out your toublssorne 

\weterworks, but did you know that the plump ltalin also 
has @ fighly decorated miliary career to Fis name? Witness 
Maria's Borns Away, n wich Mere dors his army fatigues 
{and attempts to safely transport succession of bornibs to 
the enemy camp, Uncurprisngly, this dangerous activity it 
without is i ie false move and Meria is on the wong 
side of a massive explosion. “This is good fun to play ard it 
locks: good, as de all the Panorama games,” says Cole The 
Panorama series may nat have been a huge success, but 

this game is certainly worth your time, Unsurprisingly, Mario 
seers io have disovuned his wartime exploits these days 
—1we can oly guess that drving karts is less dangerous. 
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e’re all now familiar with the 
notion of teking @ popular old 
game and updating it for amore 
modern audience. But to anyone 
under the age of 30, it'll seem very weird that 
there was once a time when such a concept 
hadn't been invented. And yet there was. 
When Taito unveiled its newest arcade game 
in 1986, nobody had ever seen the like before. 
Horo, for tho first timo, was an unmistakeably 
‘old game — someone else's old game, at that 
=revamped and polished for a contemporary 
age with power-ups and laser guns and shiny 
graphics. And it went down a storm. 
‘Arancle's ancestor Breakout was already a 
decade cd at this point, but Taito's ttle made it 
fool os fresh as (thad in 1976 when games were 
stil black and white. end itwas such a hit that it 
completely superseded its parent in videogame 
taxonomy, Now, whenever someone makes 4 
Broakouttypo game — and thay doin astonshira 


THE DEFINITIVE: ARKANOID 


numbers. inckidirg a ‘ew official follow-ups for 
the PlayStation and Jaguar around the turn ot 

the millennium — twill inevitably be dubbed an 
‘Arkanoid clone’, much to Atari's chagrin. 

Since Arkanola the game industry hasn't looks 
back, and Breakour's fellow veterans have almost 
ail received similar treatment, often on multiple 
ooasions— end it's # good thing, ioo, because 
otherwise The Dafininve would have nathing to 
report, Arkanoid stands out because, compared 
to most remakes, it adds surprisingly litle 10 the 
ofiginal formula—ell that's new is the laser, the 
sinash ball ard the sticky bat — yat it transformed 
what was a father stad and Unrewarding game 
into Something vastiy more exciting end compelling 
The next 23 years of Arkanoid games have adhered 
to that blueprint, but the results have been wildy 
diverse. So let's take a stroll through the Museum 
of Br 
ses jf We can't get thase goats ta slees once and 
for all. (That's Super Noah's Aik— Ed 


look at the successes and fellures, and 
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(ARCADE, ALMOST EVERYTHING ELSE) 


NOT SURPRISINGLY, GIVEN its law technical damands, 
Arkanoid'is one of the most ported videogames of all me. 1s 
In the Spectrum, MSX, TRS80, NES, and MS-DOS 
(with playfields 11 wide instead of 13, and requiring some 
tweaking of level layouts), as well as on the Amstrad, C64, Apple 
10, ST, Amiga (with selectable starting rounds 


1), and aven in, mono 


Ui, Atari € 
d 
Almost every port is af good quality —the Amiga being 
Uarly wel-recaived — but the bast overall is probably the 
NES game, which comes with three extra levels at the end 
and was also sold with a dedicated pacidle controller, Excapt in 
Europe, of course 


on the early Macinte 


NESs exralevelsrecals Manic fires 


For some reasor 


noid Wasn't 


{Gaturad of any af Tato's may ratio lade) This ou, side inducing 


Mpilations. Unconfirmed rumours level demonstrates Fivenge Of Deis least: 
suggest possible Atari copyright issues wwdeemeadsiton, ard one tht es hasty Een 
With regan thie garndls sin clmped agarn:te regenera sver bck. 
Breakout, although qven the ongoing 

, that seems doubtul, 


arities 10 


1987 


Tournament Arkanoid 
(ARCADE) 
TAITO’S US LICENSING policy he 


provided a rich 


ROUND 32 


steam of material for The Definitive to mine over 
the years, with the company hawking its intellectual 
property Stateside to companies like Midway, 


nlless sem-official 


snon sequels 


= | 
280230 Sf. »(Arcade} Mx ndclousy horble 
sia fot yi of Towner 


in force in the 
Eighties, and licens 
Romstar was 
to take advai 


Arkanoid: Revenge Of Doh wzcace) 


YOU KNOW YOURE in for a hard time when you kick off Round 1 in the 
real’ sequel 10 A i the 78 bricks you have to 


ing ta hava to make 
168 bricks 


190, and ir 


nae aut in the first game's opening level, hare yar ¢ 
3 whopping 146 hits, Round 2's right-hand path similarly featur 
game's 91. The speed f 
most respects flevenge Of Doh pretty much just tekes the o! 
and doubles it 
Although you stil 
infact, 65 
structure, 
minimum of two times t 
cepsule types, including a ‘sma 
bouncing and a speciel mystery 
neluding 


released on New 
Year's Day, to pr 


f Arkanoid 


ranke: 


al Arkenoict 


folow-up arrive ve to heat 32 laval 


inet stages to play, arranger 


of bricks to reach Doh, there 


Ina two-column towerlike 


1 the whole game a 


ey'te pretty 
th almost 


bestow various su 


fall plague’, comp! 


sing dazens of normal ar smash 


silver and gold bricks: 


repid-ire 


1988 
Arkanoid: Revenge 
Of Doh (HOMEFORMATS) 


WHILE THE MANY horre ports of Arkanoid! 

were largely extremely fathful to the source 

— and therefore net particuierly noteworthy in 
arms of The Detinitiva’s cerit — when it carr 
sth rewy, with 


and his dog deciding to muck at 


individuality, with the American eoin-c 
licensed to deciding to oui 
rounds in a cifferent ord 1 the anginal 
red in Japan end 
home conversions that 
spanner in “he works 
for examle, jiggle 
nore, end also 
of the coin-op rounds 
ne right-hand path and Round 
tif you're counting in Taito nota 
ages spelling out the initials of coco 
artist Ron Fowles. It’s nat done there, 
jusingly changes the capsule let 
for ro ob sSon and makes them all the secre 
‘olour, and introduces @ new ane of its own: SC (no 
relation), which causes the backdrop to scroll, enn 
a game that's already preity tough on the old peepers 
due to Fowles goin with the stippling tool inte 
an eye-torturing horror show until you collect another 
SC capsule to make it stop 
Wve unlike any other version 
Collect two Extend capsules in a iw and, rather thar 
ing your size ever econd one 
your bat bat orginal size. Conversely, the 
M capsule that gsnerates a three-way regenera 
ball can now be doubled to give you up to six halls that 
nost impossible to lose. The smash ball is gone 
fom normal play, acces amily from the Spe 
apsule, And finally, Spectrum Revenge Of Doh is the 


SAAS y pr 
REVENGE 


he right. 
@ NES version. Fora start, there's 
an odd little playable mini-round with Doh before 
you even get to the tile screen, perheps meant es « 
sort af last time on Arkenaid’ reminder of the end of 
revious game. Second, the game hendles th: 
1p capsules in a weird and unique way 
first time you hit a brick containing one, the: capsule 
appears but doasn’t drop out of the wall. Instead 
different types of capsule until you hit it 
which point it 
stops cyclin 3d, And third 
\ere's a rather limited Edit mode. The best feature, 
‘owever, isa very game basad on Pong 
and res Je0 Geo classic Wingjammess, in 


1 MSX version retitle mine 
and a variant on the Pong versus garne, 
although capsules drop narmally. Weirdly, you 
retain some po between levels. Finish 
a round with the las fed bat or twin te 
but NOT the sti and you'll start the 
next stage stil in possession of it, which can 
change 

The GPC version 
the star 
regenerating of four times 10 dest 
just twice ~ making 
drawn-out and gruelling 


nough on the home 


‘SVESI The Defre cies you tin 
plenty of practice bela tacking Fl Dc 


1997 
Arkanoid: 
Doh It Again (SNES) 


PERHAPS WORN OUT as a result of this out 
atvity, Arkanoid to0k it easy for the next 
but it carne back in style with this excellent 
sequel, In fact, Dot) K Again has 
subsequently provided the core of most mobile phone: 
ports, although they dispense with the subtitle and 
just call themselves Amanoia. A slightly narrowed 
playfield —ton bricks wide rather than thirtean 
the pace end kept the action moving, and players fac 
a whepping 99 rounds belore the cimactic battte with 
Doh, although there are only 33 cistinct stages, which 
le through three times, Aliens can now turn 
bricks 
they can also be introduced into the playfield frorn the 
sides as well 2s the lop, There ere also various nice 
looking backdrops beautifying the whole experience. 

You get three different two-player modes: Game A 
is standard turn-taking: Game 8 has both players on 
‘one above the ather with positions. 
alternating every level, and Game C |s splitscreen 
affair, whereby when one player meses the ball the 
other scores a point and both move on to a new level 
bbost of three winning 

Doh It Again's best feature is Doh himself, Before 
you meat him you'll have had ta defeat min-bosse 
every 11 levels. Sc ingly 1ough 
snake-type creatures and some of them are normal 
versions of Doh surrounded by min-Dohs, but the big 
5 & enother proposition entirely. He's been working 
out since you last saw him and now has a torso ancl 
ams as wall 25 @ head, and he puts the latter to good 
use, stretching his arms out to grab the edges of the 
screen and spn it around in Viode 7, leaving you at 
the top of the screen with your controls backwards. 
's a great multi-stage battle, and by the time you've 
triumphad you'll really have eamed the ending 
sequence wilh its incongruous environmental message 


SNES- 


upp 


of them are increas 


4 
a 


fl 19 g 7 Arkanoid Returns ¢sccace) 


‘THE SECOND PART of Taito’s 1997 double. 
whammy, Arkanoid Retwins represents one 

of the great mysteries of arcade gaming, and 
it's not 'Why did Taito decide to bring outa 

0% coin-op while throwing away al 
style that made Arkanoid popular ir 
the first place and which it had retained in the 


Retums is 8 horrible-looking game. binning 
the becutiful primary colours of the previous 
games in favour of some hiceous pastel earth 
anes, and the hypnotic silence broken only by 
the rhythmic: chimes of broken bricks has also 
gone, replaced by some ugly music. You don't 
even get the fanfare at the stert of @ round 
The speed has been ramped up drastically, 
d the only thing Fetus has in commen wit 
its arcade predecessors are the huge wals 


king an eternity to cloar. Later stages feature 
some of the most hateful Arkanoid levels eve 
seen, requifing the player to desperately smack 
the hurtling ball around @ completely dead 
skt-brick zone for minutas at a lime, trying to 
angle the ball sideways into a single gap one 

briek high. In short, Anenoid Retumsis @ cynical 
credit-sucher designed to gobble coins as 
quickly as possible, regardless of entertainment. 
constantly apologising for its own cheapness 
with a siraam o} largely useless power-ups that 
‘ail to bolance tho horribie, unfair design. it’s tho 
Arkanoid equivalent of Metal Siug 3. 


The mystary, though, is something altogether 
more intriguing. If you read reviews of Arkanoid 
Retums on the internet, they'll all agree on one 
thing: the game has 50 steges end no boss 
rounds, with Dah’s appearance limited to the 
intro movie, And sure anough, if you play itand 
Clear found 50, the game cumps you straight to 
a credits sequence followed by high-scare entry 
and then dumos you kack at the tite screen. So 
far so straight‘orward, but the absence of Doh 
saemad so odd that we did some investigating 
and found the Japanese a 
iy depicts a Doh battle looking very much 
like the one in Doh It Again, comple! 
Dohs and dow nwarc-firing lasers. 
As alert readers of The Definitive will recall 
from the world-exclusive unveiling of the long 
lost 3D section in Super Space Invaders “9, 
this foature doesn't just lot that sort of thing 
side, so we started wading around in the 
MAME cheat options and found a ‘select 
starting level’ option that offered! 52 rounds 
Starting on 51 just went straight to the cradkis: 
sequence, but Round 52 was a whole new 
and upon clesring itthe game kept on 
going, In fact, it kegt on going end going and 
going all the way to Round 100, doubling the 
ze of the game. At that paint Doh did indeed 
show up, with all his litle baby Dohs and their 
just as shown on tho fiyor. Defeating him 
led to. whole new erd sequence, cleerly the 


acl flyer, which 


with mini 


) sect 


siage, 


»[PteyStaon} Aen 
stops naticture, 


‘proper’ finish 10 the geme, But how to 
access this second hal of the game 
legitimately remained an enigrra, 
Beiore you get your hopes up, it still 
is: We tried everything we could thnk 
of to get to Round 62 from within the 
game, rather than by ereating our 
way to it. We played right through 
ntinues. We set the region 
‘whieh unusually eppeared on the 
MAME cheat menu, rather than the 
DIP switch one, suggesting a possible role — to 
Japan, and then ta the US, without success. 
We noted that the flyer said: “The boss 
is very challenging and the playars must ca. 
operate to defeat hm’, and we wondered if, 
like Bubble Bobble, the true’ ending wes only 
availatie to two players. The flyer, incidentally, 
is talking cobblers anyway: if you tackle Doh 
with two players, either ona getting killed sends 
you beck to the start of the round, The second 
player is just a lisbilty, and it's much easier 
— albeit fractionslly slower — 10 smack down the 
big fela by yoursell 
‘So We played through the entire game with 
two players, without cantinues, without using 
the Break levelskip capsule, in Japen mod 
Stil no luck, The only conclusion it seems 
possible to dravy is that, rather tke Super 
‘Space invaders, the game was chopped in 
half al the last minute for some reason, and 
the second 50 levals just blocked off, eternaly 
to remain out of bounds to everyone 
hackers, The only epparent wey to play the 
as it Was originally intended is to get to 
level 50, then just 
before you hit tha last 
brick use the MAME 
cheat to skip to 52 
and cerry on from 
there, If you know 
ary different, write in 
and wa may reward 
you wth a prize of 
some description 
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2000 
Arkanoid 2000 


(PLAYSTATION) 


WE'RE BEING SLIGHTLY césingantious 
with the name of this one, becaus 
Arkanoid 2000 is the US ttle for what in 
Jopan was released as Arkanoid! Rewurr 
Hoiwaver, by sither name the hame port 
coin-op adds @ substantial amount 
of new content, including a whole new 
100-Jovel sequel that were going to ueat 
a8 @ separate game, justto keep things, 


Neat. 
This leaves game that reveals |us’ 
what @ naked piece af maney-grahbing 


the coin-op was by slowing down the 
pace dramatically and exposing the 
absurd speed of the arcade version as 

‘@ means of generating continues. Even 
astesi, the PlayStation game is 
painfully sluggish, and if you collect the 

s' vial in the ercedes— time 
cally stops completely. Nevertheless, 
ie in the new, slower 


Aside from the Extra game, the remaining made 
include a very easy-to-use level editor, with which 
you can save custom stages to the memory card and 
slay them at someone else's house, and the excellent 
two-player Squash mode, a versus game wher 
both players ere on screen at once and take alternate 
shots, with each player's bat going transparent when 
it's not their tum so they can't interfere with the other 
player's shot, You play a random level, with a choice 
of 30 seconds, 60 seconds, or untl all the blocks are 
gone, and the player with the most poi 


wins the 
is the wine’ 
Sadly there's no CPU opponent, but there’s a hand 
system for human players, which dataminas ho 
if the other player manages to lose 
the ball off the bottom of the screen, 

Meanwhile, we've already had a latter. 


ound, where the best of shree roun 


many points you g 


With re 


entry, tr 


the previous 


id Ret 


only ar in full, as 


ongirally designed, with al 100 raunds inaluding the 
mysteriqusly missing Sst level, which was repiaced in 
the arcade geme by a premature credits sequence, is 
version that you appear to 

about now, There are no speciel requiremer 

just play through the game as normal and after Rour 


50 you'll carry on through 5 
old Doh at Rour 
a, 

Walf Harn 


2 and all the way up to 
(00, What do | wir 


*, Innsbruc! 


Wow! Cheers, Dr WV. We'll gat back to you an that 
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2 0 0 0 Arkanoid Returns Extra evasion 


FOR ALL INTENTS ard purposes, Artanaid 2000 is 
really @ compilation pack featuring Arkanoid Aetums and 
its sequel, and the Extre game — an old Taito tradition, 
Previously seen in ather coin-ops like Bubble Bodble and 
Rainbow Islands to extend their 
follow-up that’s better in most respects than the game. 
that went botore it. It offers 109 new levels, and its now 
features include switch blocks, which tum gold bricks 
into normal ones; specal white bricks th 
ut of existance and are used to a rather lovely 
Round 89; and bricks that plummet to the bottom of the 
nd kil you if they land on you. There 
ups tog, including ¢ rainbow-colaured 
fons in almost the same way as the Vanish 
2psule from the later DS game, wiping out every brick 
that’s the samme colour as the next ene you hit 


walls full of silver and gold bricks. Particularly in the 
earier stages, Extra almost verges on ¢ puede game. h's 
tured much more lise traditional Arkanoid, with 
oss fights every 33rd level, and all of them variations an 
the snake bass from Doh it Again The pace does slow 
up in the last querter, panicularly during @ nasty senes of 
stages frorn 72-€0, and Round 97 is the worst level oF 
any Arkanoid game ever, an agonising trial of sheer luck 
that will typically take you 25-30 minutes t clear. Round 
8 is merely spitafully tedious and shouldn't delay you 
for more than about 
15, and then after 
the third appearan 
of the srake boss 
t's time to tackle 
our old friend Doh 


inglife, K's a w 


iba shane bacnuse we wanted 0 shaw yorthelevel that lokstke'® ye 
‘whale spouting weter auc Rebiowtale, butt inthave anyin 
= = 
=e 
Pood od 


men eo | HELHSCORE 


Exta's levels are rather different in tone from those of 
Retums. The first round, for example, 
bricks to hit, and there are very few of 
the Revenge Of Dot-siyle waraf-attrition 
rounds of the pravious game, with huge 


ves you just eight 
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Arkanoid DS ws) 


HERE'S THE BIGGEST secret we're going 
to reveal in this feature, even bigger than the 
mystery of Area $1: Arkanoid DSis actually 
quite good. Now. if you! ita bit 
understandably you'll prabably be shouting at 
your magazine in outrage, because Arkanoid DS 
at first seems liko en atrecity. The playfield is 
incredibly nerrow and tall, with the actuel width 
varying from level to level; the bricks are now 
square, which makes picking off he last one & 
nfo even mre miserable than when it wa 
rectangle; there's a huge dead zone azross t 
DS's hinge; and the game has @ truly hateful 
propensity for putting gold bricks just on the 
other side af it so that you only get tha tiniest 
split second to sae where the bal's going 
before it the dead 
zone again, Whoro there are original lovols amid 
the 140.ish branching steges— huge chunk 
of Arkanoid DS's rounds are taken from the 
“re largely spiteful, joyless 
gale briek-fosts. And adeing insul to injury, the 
Wester releases don’t even come with the 


mas back at you thro 


addle attachment that was bundled with the 
Javanese version 

But war. A 
that it doesn't really deserve your persistence, 
but if you'e bloady-minded ancugh to stick at 
it anyway, youll find treasure buried beneath 
ell the rubble. First, es you plough through 
the diferent branching routes you'll unlock a 
special Challenge stage for each round, where 
You'll have to perform tasks like clearing a 
certain number of blocks in 
even using a limited number of what the game 
calls “launches, meaning his off your bet. You'll 
also eam points you can spend in the geme’s 
shop, unlocking scares of diferent backdrops, 
brick stylas, sound effects and so on, although 
actually imolementing them is idiaticaly 
laborious, After many, many 
total completion of the normal end challe 
modes, you'l finaly even be allowed to use 
original Artanoid graphics 

Rest of all, though, just at the point when 
you're cursing the very name of Arkanaid, you'll 


jours of play and 
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oral 
tthe geme’ 
robot —in the ordinary geme the 
stationery lump of jolly with « bat repped 
inside it K's ma more fun than 
, to the extent that it actually 
more enjoyable 
and the fact that it's sa hieldan away te 
all but the n d mined player 
isas te 
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Arkanoid Plus wi 


THE TWO MOST recent releases 
re basical 


first con-op. T 


nprises {Wo ‘epi 


each. The first episc 

graphs, whereas the second has the uglier 
other 

ailable and ere 


There are also two main play styles. You can 
‘lives’ mode, or a 
@ DS game, 
you have a reflective shield at the bottom 
of the sersen that b ball back when 


nur 
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ere, also including 
anced control you can affect by moving 
variatle-width 
ne two ‘Bust Al! or ‘Bt 
anst human or CPU 


— 46s 


much for Taito to knock out a few new | 
in, instead of flagging 


whole bune | 
igh, which hat en, | 


You get a lot af Arkanoid fe 00 Points 
rosoft or Wil), and it leams from mi 


better ways 
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One of the original prowia pics of the 
Bltmraps to ensnare the wiedias attention. 
Eric Matthews leaks kind. of like Suggs, he 


COMPANY PROFILE - ~ 
THE BITMAP BROTHERS 


COMPANY PROFILE: THE BI 


BITMAPPED 
BRILLIANCE 


ITMAP BROTHERS 


There's a reason the Amiga’s operating system was called 


Workbench, but until 1987, there’d never been any craftsmen 
in position to create the works of technical majesty that the 
amazing computer was capable of. The industry was keeping 
such artisans out of sight, hidden beneath the workbench, 
unnamed and unknown. Then came the Bitmap Brothers to 
set the programmer free; brothers to all who laboured at the 
bench, and subordinate to no publisher. The rock stars of the 
Programming world had risen... 


‘8 [PO} The Bitmep Brohers nay have started 20yearsaco, butits games me stl yoincstong—justlook ete abnew Special 2 


f history has proven anything, 
it's that the subjugated will rise, 
‘the oppressed will push back 
and the little people aren't so 
little when their strength is 
marshalled. Not to suggest 
Steve Kelly, Eric Matthows and Mike 
Montgomery are little, of course, 
but certainly they suffered under 
the harsh regime of a publisher-tun 
software industry for many along 
year before becoming the standard 
bearers for a new age of game 
developer recognition. 


LOVE TRIANGLE 

But these uprisings take planning, 
and the seeds of robellion must 

be planted by a few breve souls 
willing to challenge the status quo. 
Inthe case of the Bitmap Brothers, 
it wasa prophetic triangle of 
professional collaboration that 

brought the future renegades 


Panpan. 


together and made them more than just, 
working accuaintances. 

Before board game conversion 
obsessed Leisure Genius was bought out 
by Virgin Games, it employed one Mike 
Montgomery asits marketing director. At 
the time, the Spectrum was a reigning 
contender for the 8-bit crown and Leisure 
Gerius was eager to complete its digital 
board game catalogue by inclucing 
Scrabble; previously licensed and 
published by Sinclair Research itself. The 
game had been written by Steve Kelly of 
Psion Publishing (a beloved bed partner 
of Sinclair Research), and he paid several 
visits to Leisure Genius to help with the 
game's re-release. 

Both men had also worked with a third 
programmer, Eric Matthews, in 1986 on a 
cross-corporate project to convert Kelly's 
Sinclair OL beat’em-up, QL Karate, to the 
Amiga and Atari ST. Despite recaiving 
decent reviews, the promotion of the 
game was severely limited; a matter 


that served only to compound the rising 
disenchantment that had been building 

— quite independently ~ in the three coders 
for several years. It didn't take long before 
they became friends as well as colleagues, 
and their thoughts on the direction of the 
‘computer game industry begen to mingle. 

It quickly became apparent that Mike, 

Steve and Eric shared a common notion. 
Each felt it thoroughly inequit 
the computer and videogame industry 
‘was entirely publisher orientated. When 
gamers bought the latest titles, it was the 
publisher’s name that was brandished 
brazenly on the box art, with the 
developmant company receiving second 
biling (often in the case of a footnote on 
the beck of the inlay), while programmers 
went completely unacknowledged, as 
Mike Montgomery explains. 

“At the time, the publishers got all the 
credit. You didn't go to @ shop to buy an 
Apple record; you went to buy a record by 
the Beatles! When you bought e fim, your 
decision wasn't based on the distributor, 
so why would people buy games that 
way? in many respects, it wasa case of 
bad promotion singe the publisher's label 
didn’t really reflect the kind of content 
a gamer could expect. We wanted to 
change all that.” 

It became the founding goal of their 
new partnership to rectify the way a 
game was delivered to the public, and 
the Bimap Brothers bacame the first 
‘game developer to not only recognise its 
creative teams, but to actively promote 
them. This extra dimension of freedom 
and public tribute would result in some of 
the finest and most critically acclaimed 16- 
bit games ever seen, but even a creative 
powerhouse armed with a barrow full 
of vision had to face exactly the same 
challenges of any new business under an 
overfed Tory regime. 
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SPEEDBALL 2 


Although it's now the most 
vvalunble of the Bitmap Brothers! 
IPs, Speedball got off to a shaky 
start. After a commissioned 
concept for atennis game was 
rejected, the Brothers ri the pub, 
as Mike recalls: 

“We went down the pub to 
drawn our sorrows, but we all 
felt the concept could really go 
somewhere with a faw changes 
‘The only paper we hadaat the time 
‘was e cigarette packet, which 

we sketched out the concept af 
‘Speerdbel! on, We tookit to 
publisher who signed (there 
andthen” 

ewasn't until the sequel to this 
massively popular game that the 
concepts pescibilties were really 
unlocked. Speedball 2: Brutal 
Deluxe hos been the Bitmaps! 
‘most prolific ttle, being converted 
to no less than 13 different 
formats, and with 8 revamped 
Xhox Live Areade version and the 
all naw PC remake imminent, tha 
franchise shows no signs of ever 
slowing down. 

"This time, Speeabal! 2s an 
international project from the 
beginning, and it will bring back 
Yond memories to all Speedball 
fans and have an online element 
that coukt never have been done 
all those years auo.” Mike told us. 
Wecen'twait! 
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BUILDING THE BITMAP 
The trio's founding philosophy of 
energetically promoting the developers 
required a careful choice of name. The 
natural inclination to begin their reign 
as rock star developers was to choose 3 
cryptic, masculine name that wouldn't 
look out of place in the thriving acid 
house music charts of the time, But 
the lad's keen understanding of the 
necessity of imelligent media exposure 
kept them from succumbing to superficial 
indulgences, choosing instead a relevant, 
iconographic and enduring designation. 
“Bitmap” was a well known computing 
phrase of the late-Eightias which carried 
with itthe strong graphical connotations 
the team intended (and succeeded 
in) infusing its games with, while the 
term “Brothers” cleverly suggested 


the collaborative, dynastic structure the 
company was born into; waving a flag 
of defiance at the stifling industry it was 
breaking away from while embracing its 
creative brethren. The simple fact thet, 
the name Bitmap Brothers trips lightly off 
the tongue 20 years later and still carries 
with it an imposing subtext of gaming 
excellence is testament to the importance 
of a well chosen name, 

Leaving their respective companies 
in 1987, the soon-to-be Brothers maved 
cautiously toward the development of 
their next generation games. Working 
from home, each team member set 
themselves @ goal and kept in touch 
with the rest of the team by way of 
an occasional phone call and, more 
spectically, at a weekly meeting ina 
London pub (followed by a loshed-up trip 
to the arcades), where progress would be 


2 A sys ery, adver for Biorap's ist 
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“Getting an office was great ond 
speeded up the whole process of writing 
games, but money's always atthe top of 
the problem list,” says Mike, recalling the 
embryonic days of the compaty he stil 
owns and operates. “At first, this meant 
working for months without pay, and then 
when you start employing people you 
have to pay them out of your own pocket. 
It takes a lot of effort to get a game off 
the ground before you can get a publisher 
to fund it, and when you're a new entity 
it’seven harder to get the money men on 
your side." 

“So one of the first things we did was 
to employ a PR person to promote t 
as a development team. We had some 
great photo shots made, which worked 
really well as all the magazines loved the 
style and were desperete to use them. All 
the hype surrounding us was carefully 
planned,” Montgomery explains. 

Indeed, the magazines of the day didn't 
really know what to make of this new 


“THE BITMAP BROTHERS BECAME THE FIRST GAME 
DEVELOPER TO NOT ONLY RECOGNISE ITS CREATIVE 
TEAMS, BUT TO ACTIVELY PROMOTE THEM" 
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updated and new goals set. A workable, 
if slightly disjointed method of operation, 
but certainly one of the only ways a 
start-up business in such a volatile, fickle 
industry could possibly begin. 

ftwasn’t until after the team’s first 
game was finished that they decided 
productivity would be best served with 
company premises, and a studio in 
Wapping, East London, was established. 
‘The Bitmap team was confident in its 
launch product, but had yet to realise 
its founding principle of placing a well- 
promoted programming face alongside 
any game releases, in order to get the 
company's image off on the right path 
and immediately establish the profound 
public visage it knew would be vital to 
future titles. All this cost money and, for 
almost a year, there was none coming in, 


and high-profile developer. And yet they 
didn’t care; easy-to-acquire coverage of 
programmers wearing cool dude shades, 
in dramatic black-and-white photos and 
posing as if for an album cover looked 
great in the pages of a magazine, making 
the Bitmap Brothers a valuable media 
commodity before any games had even 
been released. 

Naturally, all this hype demanded 
a game thet was equal to the modish 
countenance the three hackers were 
portraying, and when it arrived in 
at the start of 1988, the magazines 
were reassured that their journalistic 
sponsorship had been justified. 


PROSRATMER AND PROUD 
Originally titled Kelly X (which was 
changed to Xenon after an Atari ST beta 
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preview wes rumoured to have leaked 
from Mastertrcnic), the Bitmap Brothers’ 
first game was a complete critical and 
commercial success. 

In many respects, Xenon was a 
typical shoot-em-up, but so many of 
the standard fare elements of the genre 
had been tweaked that it was hard to 
find the right pigeon hole for it. Rather 
than the established, linear scrolling and 
forced direction normally associated 
with shooters, Xenon allowed for a free- 
roaming existence. Alternating between a 
ship and a tank helped infuse a pseudo 3D 
depth to the birds-eye-view game; punters 
loved it, while magazines touted it as the 
“first home coin-op" (Computer And Video 
Games#77, March 1988). 

hn truth, time has been harsh to Xenon, 
and it takes sincere refresier course 
in early Amiga history to remember the 
significant, and justified, impact the game 
had. Xenon demonstrated the true arcade 
gaming capabilities of the wonderful 
16-bit machine and also the significance 
of the still new and overlooked Amiga 
market. It was also the first Amiga game 
to make it into the all-format top 40 charts. 

The smooth scrolling, awesome sound 
and fast gameplay fooled more than a 
few reviewers of the day Into thinking this: 
was a coin-op conversion. The Games 
Machine (in April '88) gave Xenon en 
impressive 88% while reporting it as 
publisher Melbourne House's second 
successful port from the Amiga-basad 
Arcadia coin-op boards, In fact, the 
Arcadia coin-op version was a port of the 
Amiga home game; a testament to just 
how refined and influential the Bitmap 
Brothers’ debur title was, even if time 
has tamed it for the modem gamer: Mike 
Montgomery even hada recant run-in 
with his game’s arcade counterpart when 
out ane night. "Xenon was converted to 
coin-op very eerly on and was really 
successful. A few yaars ago | actually 
found one in a pub, It was great playing 
itin front of my drinking pais all those 
years later,” he laughs. 

The 12 months oF tenuous, difficult and 
financially straining development paid 
off almost ovemight, and the devilishly 
wall-played media game ensured the 
Bitmap Brothers received the accolade 
and recognition it had set out to achieve. 


As with all successes, the major obstacle 
immediately faced is bettering such 
h-profile accomplishment, and 
the media (and, indeed, the gamers), 
had instantaneously astronomical 
‘expectations of this new developer. 

‘A publisher had already asked to see 
a design for ¢ tems game, which the 
Bitmaps researched and developed 
‘while working on Xenon, When itcame 
‘to presenting the game design, however, 
the publisher had changed its mind and 
brought the Brothers’ second — and fully 
funded —development to a complete 
halt. A few hours drowning sorrows 


abandoning the signi 
research so quickly and, with the help of 
renowned graphic artist Mark Coleman, 
they redeveloped the idea into a futuristic 
sports simulation called Speedball. 

(One thing the Bitmap Brothers could 
never be accused of is repetition, since 
the release of each game saw it take 
‘on another genre and win, and yet the 
publicity machine was always running 
full palt, Despite being a futuristic sports 
game, the second title to come from 
‘the Brothers (released in late 1988) was 
consistently compared to Xenon, which, 
in all fairness, verges on the ludicrous. 
‘The two games couldn't have been more 
differant, and yet the developer had 
waven so many subtle (and not-so-sulstle) 
nuances throughout both games to the 
pointat which they did indeed cross over, 
making comparisons bizarrely reasonable. 

The slick metalic sheen, beautifully 
refined graphics and liquid-simoath 
scrolling became the signatures of a 
Bitmap game, with no other developer 
coming closeto achieving such a 
recognisable cult status during the entire 
life of the 16-bit ganeration of machines, 
Burt thare was one area where the Bitmap 
‘team hadn't reached its full potential, and 
itwas a gap it fully acknowledged and 
intended to bridge in its rext game, as 
Steve Kelly told ST Format magazine 
shortly after the ralease of Speedball. 

“Just solving the problems that occur 
[while] writing a game makes it al 
worthwhile. For instance, we set ourselves 
‘the goal of making Speedball 
faster than Xenon, 
producing big 


images on the scraen while still ensuring 
the program runs smoothly, We have 
some of the best graphics artists around. 
At the moment we feel we cannot 
improve dramatically on our graphics or 
programming, but we need to concentrate 
on the weakest element — sound.” 


HP HOP ON PRECINCT B 

In 1989, the Brothers had reached 
full swing and was planning for a future 
designed by its own team of artists, 
prophesised by its programming oracles 
and, after its next game, remembered by 
the song of its own techno-sirens. 

A sequel to the debut game was 
planned by the Bitmaps, then passed to 
one of the faw development teams who'd 
shown @ similar talent for the smooth 
scrolling and attention to detail that had 
become synonymous with the Brothers; 
The Assembly Line. Xenon 2: Megablast 
was a sequal in name only, adopting a 
more established shoot-em-up style 
(automated, single-direction vertical 
scrolling, although the direction can be 
reversed a short space) alongside the 
trademark Bitmap Brothers visuals. 

IFit was possible to ignore the eye- 
blistoringly vivid, stunningly Giger-esque 
graphics, playing Megablast with the 
sound turned down would yield a pretty 
average twitch shooter experience. OF 
course, it’s utterly impossible to ignore 
that incredible imagery, and the sound 
changed the way people listened to their 
home computers forever. 

Teaming up with record label Rhythm 
King - who shared a distinctly similar 
philosophy when it came to artist 
recognition — one of its most successful 
bands was drafted in to help recreate a 
recent chart hitof the same name as the 
Bitmap’s new 
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‘top-dovin racer and standard fare shoot- 
‘ern-up, Xenon went down a storm with 


sequel. Bomb the Base’s Tim Simenon 
worked with Eric Matthews and computer 
musician David Whittaker to recreete the 
acid-house classic on the Amiga. 

The result was one of the finast and 
most ravered recreations of a genuine 
chart hit ever heard ona home computer, 
with @ near perfect rendition of Bomb the 
Bass's Megablast playing during the tite 
screen. A reduced, yet recognisable and 
invigorating version provided background 
music during gameplay. 

With the one gap in the Bitmap 
Brothers’ arsenal now filled, the 
reviews of Xenon 2: Megablast were 
resoundingly congratulatory. Yet this 
partnership between the music and 
games industries was to have far further 
reaching repercussions then impressively 
high review scores, It would lead to a 
partnership that would reinvent the 
Bitmap Brothers into the kind of leading 


powerhouse capable of fully realising the 
industry changes thet the founders had 
strived for since the beginning. 


THE RENEGADES 

Although the Bitmaps had entered into 
multiple game deals with Mirrorsoft (who 
released several Bitmap games under its 
Image Works label), the publisher had 
always acknowledged that a team like 
the Bitmaps wouldn't remain confined to 
‘one distribution network for long. When 
the head of Rhythm King Records, Martin 
Heath (an avid gamer who'd jumped at 
the chance to get involved with Xenon 
2), met Eric Matthews, he leamed a great 
deal about the state of the industy and 
fully identified with the Bitmaps' vision of 
setting the programmer free. 

In 1990, they joined forces and founded 
Renegade Software to publish the 
Bitmap Brothers’ games and also accept 
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new material from other independent 
developers with the promise of placing 
the programmer and development 

teams at the fore of any promotion. In an 
interview with ST Format, Heath revealed 
all about his concept and what he thought 
of the software industry as.a whole. 

“it became apparent when | first met 
Erie that he wasn't too pleased with his 
publisher. Programmers are being treated 
as if they're idiots. | met some publishers, 
and most of the people running these 
companies are businessmen with 
nothing else to do but use their ability 
to make money. They're sympathetic to 
the programmers, but the decisions they 
make are often faulty. k was decided, as 
with Rhythm King Records, that the artists 
should get their just reward.” Another like 
minded visionary who was out to change 
the games world then, and for a while, 
they certainly did. 
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was a welcome 
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greatness. 
Feeturing two- 
player, top-down fkari Wariors-style 
action, the rich storyline and extravagant 
characters helped create 8 tough but 
‘genuine classic. 
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The Bitmaps' own game, Gods, was 
the first title released under the Renegade 
label. soon followed by other classies such 
as Sensible Soccer (from industry legend 

Jon Hare, who now part owns Tower 
Studios with Mike Montgomery), Fre & 

Ice, The Chaos Engine and Z, to name but 

a few. Renegade continued to publish 

and promote developers until 1995 when 


THE CHADS 
ENGINE 2 
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bolstering up the graohics as wellas the 
action. Nice, 
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itwas bought out by Wamer Interactive, 
Warner continued to use the label until 


1997 when it was sold off to GT Interactive, 
and the Renegade name was regrettably 


discontinued. 


EXTENDED FAMILY 
‘After years of generating successful 
inal intellectual property, the 


Bitmap Brothers team has unquestionably 


achieved its goal. The name is still 
synonymous with the highest quality of 
computer and videogames, and despite 
restructuring and alternative use of the 
name, the Bitmap Brothers is still under 
‘the watchful eye of Mike Montgomery, 
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and blue robots. 
Not only is it a 
perfect introduction to the RTS genre 
[due to the ease of adoption), Z also 
appealed massively to fans of the genre 
with its intricate strategy and wel 
balanced Al 


22: STEEL 
SOLDIERS 
99 A3D sequel to 
the original RTS, 
Stee! Soldiers is 

not without its 

fans, although its 
unfortunate arrival 
between hardware generations leaves 
ita little lacking. Still available and very 
Playable, it's cerainly a collector's item 
and well worth a couple of hours, 
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fearing the 
events of D-Day proves how mutch the 
Brothers team learnt during its previous 
jaunts into the third dimension. Some 
‘ogauliful envronments adorn the game 
though, without any Bitmap trademarks 
Well received, if a litte dry. 


AND GAMES LED TO THE 
BROTHERS' REINVENTION" 


the Bitmaps wae their wilingnoss 
and atility 1o uncover thechinks 
inthe company’s own armour, 
‘and when it was time for a sequel 
to thelr debut game, the lads knew 
the music had to be exemplary. 

To thar end, they sought out the 
help af professional electronic 
musician Tim Simenon of Bots 
the Bass (this writer's favourite 
band of al ime, incidentally) 

His revent chart hit Megiablast 
(from the awesome into The 
Dragon album) was the perfect 
‘secompaniment to the space: 
based shooter, although the 
musician was no stranger to 
‘computer music after he'd used a 
34.08 0 sequencer for Bomb the 
Bass’s outstanding debut number 
‘one acid house hit, Beat ‘Dis 
‘While the tenuous Betty Boo 
connection to Magic Pockets 
wasn't quite the follow-up gamers 
‘or house music fans were looking 
for, the fact remmaine that Bomb 
the Bass and the Amiga are now 
connected for ever more. 


and the wealth of creative material at its 
disposal continues to be put to good use. 

The most prominent talk about the 
Bitmap team was itre-imagining of 
Speedball 2for the PC, though Mike has 
intimated we can expect more from the 
Brothers team that has provided gamers 
with such remarkable and unforgettable 
titles for two decades. 

still run the Bitmap Brothers, but with 
much smaller team looking at various 
formats for my IPs. Speedball 2for Xbox 
Live Arcade was dene together with John 
Phillips and Mark Coleman, both long- 
time Biimaps, and we have more games 
in the pipeline. Watch this space!” 
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ario is easily one of the most versatile videogame 
characters of all time. Despite being a plumber by 
trade we've never actually seen him lift a wrench 
in his 28 years of appearing in games. We have, 
however, seen him rescuing princesses, defeati 
giant apes, beating seven bells out of other famous Nintendo 
mascots, and taking part in seemingly every sporting event 
known to man - everything from golf to football. Perhaps our 
favourite Mario pastime though is when the plucky plumber 
decided to put rescuing Princess Peach on hold and instead 
participated in « bout of racing that not only kick-started a 
brand new genre and became one of the SNES's most popular 
games, but also grew into a massive worldwide franchise 
that’s still immensely popular today, 
That game 
old-scho: 
fiends 


ig 


oLuTSe, was Super Mario Kart, a daraling sii 


rioand some of his close 


neplay that transported 
and enemi selection of brilianty designed Mode 
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7 racetracks end proved that there wes more to the portly hero than 
ty lobbi and bashing blocks 

Qversaen by the lagandary Shigen Miyamato, Supe 
you with 


into Mano's word, 
ard characters from the Mushroom Kin 
eddow of a 
walking videagame genius, Aftar all, hers was a game that was vastly 
different to anything else that the plumber had orginally appeared in 
{although he'd already mace @ successful outing on the galt oo 
and yet itt 
i cling the Ghost Valley tracks, he Cheep 


ransported SUITOUIN 


ano gerr Is like Mario Circutt with 


alle 


ently familiar and gave the 


ls rivals t 


id been born to kart 


impression that Mario and the rest oi 
irom thelr very incep 


eventually sold aver 8 m 
game on the 


NES after Syne orld and Donkey Kang 
Country) then the perfectly balanced gamepiy proved to be just 
as importa orfully structured difficulty modo, starting aff 
with simple 5Dcc karts, eased you into Mario's new pastime, while 
three progressiv ps — Mushroom, Flower and Cup, 
slowly marked your transition 
from plumbar on 2 mission to fourwheelad wonder Onea you've 
successfully completed the first 15 courses on the 50cc difficulty you 


ier 100ce and 150ce difficulty 
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sattings and attempt the five tricky tracks that rrake up the 
Special Cup (t's worth noting that the cups n later games consisted 
of just four tracks each) 

Its a reetvely simpistic rmula to be sure, but the expertly crefted 
difficulty of each co class is beautifuly structured and offers a district 
new chellenge thet few other racers of the time were able to match. 
tt should cone as no surpiise then to learn that the cc system has 
appeared in every Mario Kert garne since (with the sole exception of 
Mano Kart Arcade GP). 

‘Arguably one of the most impressive aspects of Super Mano Kart, 
though, was its actual track design, which for many (us included) has 
never been as good in later garnes as it was in the original. Sort and 
‘iphtly designed, they constantly tested the player's matte, featured 
same excellant shortcuts and boasted endless replayabilty. Little 
‘wonder then that we've spent more time on Super Mario Kars Time 
Trial inode than any other since (although Mano Kart DS comes pretty 

se). We've lost count of the meny hours last to Mario Circut 1, 
Koopa Beach 1 ard we can ony guess how many appointments, 


‘we were late for because we were too busy perfecting our laps 
on Rainbow Road, Bowser Castle 3 and Ghost Vallay 7. While later 


oditions of Mano Kart featured ghosts that you could race aganst, the 
simplicity and sheer cleverness of Super Mario Kart's track desians 
stil hold an inescapable allure for us. 

#f Supar Mario Kar’s Time Tials were great fun, the main Grand 
Prix made provadito hane lass enjoyable, and while t only supnatted 
-wo players (something many clones were quick to improve cn) it 
nevertheless proved to be excellent. When racing on your own the 
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Super Mario Kart is a 
dazzling slice of old- 
school gaming _ 


een was split in two with the lower half ether showing whoever 
was behind you or letting you see the entire course and your 
compatitors’ current positions. \While racing was the orelar af the: 
ay, 2 varety of items, ranging torn mushroom speed boosts to red 
homing Koopa shes were elso.on afer, which really allowed you 
1p get the drop on your apponents. Far better belanced than in later 
editions of the game, certain items could give you a huge lead, but 
‘were nevar so breken that they made it impossible fer you to aver got 
back in first phce if you were languishing at the back of the pack 
Last, but by no meens least was Supar Mano Karts Bettle mode, 
\which pitted you against a second layer and had you trying to burst 
their three baloons belore they did the same to you. Again, 
i's an increditly simple concept but the smal arenas 
kept the action wonderfully tansa and proved ta be 
nost as fun as the Tine Trial mode 
Super Meno Kart not only proved that Mario 
was one of gerning’s most versatile characters, 
but sat precadant on the machine that no 
other racer (by Nintendo or otherwise) on 
the SNES was able to match, It remains 
many gamer's favourite game in the 
‘franchise - and rightly so — Sut Miyamoto 
and the rest of the Mano team were only 
just starting 70 get warmed up, 
When Maro Kart 64 arrived on, 
the scene in December 1996 {for the 
Japenese at least), expectation wes 
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RIOKART 


predictably, sama might say impossibly, high. While some will no 
doubt argue that the ofiginal Super Nintendo etiort remeins the 
gleerning jewel ina sparsely Fting crown — the franchise incudes 
just eight gernes— there can be no denying that Merio Kart 64 set the 
(groundwork for the Maria Kart we know today and a lot of elements 
from the N64 geme have become recurring themes in the series, The 
ce difficulty moces were stiln place, *he number of laps you needed 
i complete permanently droppod from five to three (although Baty 
Pari. on Double Dash/! uppec the ante to seven laps), the courses 
themselves tended to bea lot bigger, while coins no longer made 

an appearance. Fourolayer racing was now supported, ghast riders 
could be raced against in the Time Attack mode — providing you had 

‘4 memory card — while it wasalso possible to unlock mirror tracks. 
Then there was the addition cf the mini-boost (created by rapidly 
pushing left and rightafter a Hop), which, when used correctly could 
be an amazing way cf accelerating out of same of the tracks’ many 
sharp comers and became @ deadly too! in the hands of skilled 
players. The Special Cup retumad, but this time there was also a 
Minor mode, for ell tracks, thet wes waiting to be unlocked, 

Onginally known as Super Mario Kart R enother new addtion to 
‘the series that has since become Mario Kart standard was thet the 
avalable racers were split into distinct categories — i's worth nating 
that the original Super Mario Kart manual uses Standard Performance 
(Mario end Luigi, Fast Acceleration (Peach and Yoshi), High Top 
Speed (Bowser and DK Jf) and Good Control (Koope Troopa and 
Toad) 
Yoshi, Middiaweights appeared in the form of Mario and Luigi, while 
Bowser, Donkey Kang and Wario - making his first appearances in 
the franchise ~ represented the Heavyweight dvision, Lightweights 
boast excollont eccalaration and solid top speed, but aron't so 
strong cn corners, Middleweights ere great for beginners due to their 
overall Capendency in all areas, while the haavywaights lack good 
acceleretion but grip 0 the track lke Tas on honey. Their huge size 
also makes ther great for haxging threugh smaller players and then 
tend to de the most popular choices when pleying Battle mode. 

‘The biggest diference to the franchise though was the transition 
fram 2D to 3D, which greatly affected how the game played, While 
‘the Mode 7 courses af Super Mario Kart were brilliant, but in ther 
design and execution, the move to the third dimension provided 
changes to the series that jusi hadn't been possible belore. Huge 
ramps, roling hills, deadly pits, curved somors that showy graduated 
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Lightweights, which included Toad, Princess Peach and 
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the NBA a 
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Fenty of dealy Thwomps to aad 


in height. It rot only made a huge difference to how the serias looked 
(although the racers end items remained as 2D pre-rendered sprites), 
bout also to Mario Kart 64's overall racing, 

While Mario Kart 64 set meny standards for the series that have 
now become common practice, itrernains lalong wth Maria Kart 
Double Dash!) one of the most contraversial games in the f 
not laast because it was the frst game in the sefias to dspen 
the incredibly popular fosther power up (although se-cershots 
Super Mano Kart R suggest it was dumped at the last minute) end 
ushered in the regn of the Blue Shel 

Seen by many as nothing more than an unfair cheating device, the 
Blue Shall (which is spiked in beth Maro Kart 64 and Super Circu) 
was only picked up if you were placed further back and will hurls 
down the centre of the track taking out anyone that got n its way, 
until it reached whoever was in first plece (Ihis was changed to a 
flying blue shell in later edtions thet could unerringly fly ino frst place 
to leave an explosion that would take out nearby players). 

Than there wes the wey that a computer player was barely 
troubled by fred weapons and could ltarally rip off again a 
speed upon getting hit (a player on the other hand would come 
toa complete stop and heve to slowly build up their speed again) 
Unimately, Mario Kart 64 divided the fens of the crignal game simply 
because it had now become abvicus to many that the series was 
now baing pushed asa party gama to anjoy with your mates insizad 
Of the pure racing that had been so apparent in the first game. 

‘Of course, we ourselves feel this is utter tosh. The ability to 
against your own ghosts and the mastering of the naw turbo boost 


(N64) Bowser's Casi tough track 


ed fetires sharp Tas at 


ie 


Banana 

One ofthe most common 

ieapons nthe game, barana 

skins cause opponents taspin 

cout uf control ad temporarily 
slow them down. They can be thrown shoad 
ofthe kert or dropped bshindit. Braking 
‘upon hitting @ banana skin (or pressing the 
trick button ir Masia Kart Wi cen prevent 
2 skid out 


Blooper 
Bloopers frst appeared in 
Mari Kart DS nd blind all 
\ opponents belvnd the player by 
squirting large amount of ink 
cover that seraens,so making itvery dificult 
to e8 what's going on. 


5 Blue Spiky Shell 
Limited to Maro Kart 64 end 
Super Cireut,tisitem appears 
\whienevera pleyer isin seth 
to eighth place M launched! it 
follows the centre of the track untl thts 
whoever's inthe lea. 


5 Bob-omb 
‘As woll as being avaidabla 
hezards on certain tacks, 
Bob-ombs canalso be picked 
‘up and thrown at ther racers 

Upon landing thay avenivaly explode taking 

anyone out that's near them, 


Bullet Bill 
‘While this bonus makes the 
player virtallyindestructible 
for afew precious seconds, it's 
importantthat t's used inthe 

right eircumstances. After al, there's nothing 

Worse than immediately careening otf the 

sides ofthe smaller tracks when itruns out. 


willtavel ina straight ine 
until tricachets off the side of 
the track (or an object). After 


2 five such ricochet the shell 


\disappwats. Also comes in sats of thrve. 


oy, tam Box 
‘These-are essential tothe 
¢; Mario Kertseries as they 
tol the other power-ups 

Fist question marks in Super 


‘Mario Ker, they 100% on 2 third dimension for 
subsequent Mario Kartgames. 


Mushroom 
Available in ether singles 
or Sets of thras, these very 
andy powe-uns give yous 
‘uick boost of spoad, Used 

‘ffoctivoly they canmake or broak whore 


‘you ond up finishing in a race, 
‘tat’sin front of twhen it goes 


off, but doesn't damage those 


behind it Neeciess to say, there's no point 

using thisif you're infirstalace, 

&. immatiataly homme in on 
‘hoover is ahead ofthe ployer 


in possession ofthe shell. If picked up ina set 
cof thee they ean beusedas anand aries 
(iustlike green shells) 


POW Block 
Exclusive to Mario Kart Wa, 
this item tates out anyone 


Red Shells 
First appearing in Super 
Mario Kart, Rod Shells will 


Starman 
An excellent power-up 

that makes you tempererlly 
invincible, as wel as giving you 


eet GameCube) Asivel asfeanivingdin| —— incurrectly. 
‘ats, Coubie Das was alot fs 
‘gunentheseresioincidereioys Green Shell 


~ powersliing has bean in the series since Super Mario Kar, but 
Maro Kart 64 was the first time using it gave you a benefit meant 
that single-player acing was just as excting ee it had ever boon. 
Nevertheless the dye had been cast for the rest of the series, which 
orobably explains why cerain people feel that more recent outings 
have never retained the pureness of the 16-bit original. 

Fsome remained disappointed by tha franchise's sransition ta 
3D, the release of Maro Kart Super Creurtin 2001 wes greeted by 
audible sghs of relief irom those who hed been upset with the unfair 
elements that had crept into Mario Kart 64. 
‘Super Cirasitwas aso the fist game in the Mario Kart series that 
wasn'thandled excusivaly by Nintendo, as Intaligent Systems, 
was given the keys to the precious licence. Needless to say, 
the tdented Japanese developer did not let Nintendo, 
Mario or fans of the series down 
Atthough Super Maro Karts excellent feather 
remaned annoyingly absert from the game 
and tha blue, spiked shall remained frustratingly 
present, Super Ciouit presented a refreshing 
return to form for the series that once again saw 


It's great way of catching un with other 
players, but can lead to disaster ifhandied 


Mario Kart 64 really divided 
fans of the original game 


‘temporary spead doost. You'll 
Goldon Muchreom you'r placod sixth ar lowor, 
Toad.and Toadatte's Double 
Dash!" spacial. a handy 
power-up that afers a 
continuous burst of speed. 


only gotit 


however. 
Thunderboit 
An excellent little item that 
shrinks {and slows down) all 
‘the other racerson the track, 
allowing you 8 nice advantage. 
Its effectiveness changes depending on 
the came you're playing, but this is still well 
‘worth picking up 


the focus shift from frenzied, perty play to the time tals end pure 
racing of Super Mario Kart 

Of course, part af this change could have possibly been down 
‘o the chenge of developer or even to the fact that Syoer Circuit's 
admittedly excellent rrultiplayer mode just wasn't that readily available 
‘2 most players. Four Game Boy Advenses, four copies of the 
game and relevant laads were all needed to gat the full Super Circuit 
experiance, so the lack of resources meant that many weuld instead 
focus on Super Cicuit’s single-player modes 

Luckily, the single payor eloments had beon suitably beofod up 
and the end result was @ tile that was es deeply layered as ary orion 
and would take months of ous rides to fully complete. Although the 
sight racers from Mario Kart 64 were all present and carrect there 
wee stillplerty af naw elements to consider as you hurtlsd roune! 
briliant tracks ike Shy Guy Beach and Cheep Cheep Island 

The most obvious was the addition of 8 fifth aup (the Lightning 
Cup) and the ability to receive @ powerslide boos: by simply holding 
down the hop button ~ no doubt because wagging away on the 
Game Bay Advance’s tiny D-pad would have bean a nightmare 
Coins also returned for a second hoarah but now they held a more 
important role than simply boosting your top spoad, as thay wore also 
used to unlock the greatest addition to the Mario Kart series —namely 
the retum of classic tecks. 

Once you'd completed a set of cups and then raced through tham 
3agpin while collecting 100 coins, you came ta what was arguably 
Super Circuits greatest asset: the ability to play through all 20 tra 
from Super Mario Kart. Recognising notonly the fans who hed been 
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(GC) Corsin fans. Aaa Kerwil xquetharthe 
rulbcartracing in Double Dashisthe best. the series. 
We woud’ go theft, tur tisgood fini 


» GBA) Gethitby an item or enemy and yu etter spn ut end 
‘op ha oan take an ago ty ceavarto. 


snamoying 


= [N&d| Rainbow loadin alts gaudy ly Its the lest track 
game andic also one oftha waghest 


¢ Super Circuit’s greatest asset was the 


20 tracks it took from Super Mario Kart 99 


upset with the direction of Mario Kart 64, tut thet the orginal game 
Self was a true classic, Intaligent Systems and Nirtando’s dacision 
to include thase 20 dassic raceways is something we're sill etemelly 
grateful for. Yes, there were a few subile alterations — the absence of 
the foster, for examole, meant that you'd nover be able to obtain the 
same scores you had tirelessly achieved on the original SNES game 
— but it wes a fantaste inclusion thet quickly became e series 
standard. Arguably one of the greatest additions to any new Mario 
Kart game these days is seeing just how 


less tracks will translate 
‘over to the new games, It's a greet inclusion and one that we wish 
other games weuld edopt. It shoud be noted, however, that na 
matter how many times the original tracks have retumed, they've 
never baen quite as good as they were onthe SNES (another 
inchcaticn of the garne's utter biillance) 

Big Nintando franchises folow therrlatest machines as surely 
a8 night follows day, 30 there was litle surprise from the gaming 
community when Nintendo revealed that en allnnew (ero Kart 
experiance would be appearing on its GameCube, 

\ulario Kart: Double Dash! proved to be the boldest outing for the 
franchisa yet appears to raw share the same leva/rate: 
affair thet Mano Kart 64-siill invokes, it nevertheless remains a great 
addition to the popular frenchise, For the fitst time ever, it wes now 


and while 
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possible to flay in huge —for Maria Kart at least— eight player versus 
games (or 16 players with two players per kart in a LAN satup if vou 
wanted to get really stupid), which were more interse and hactic 
than ever belore. It also proved once and for all that skill was not 
in hgh regard by Nintondo and that fun was the ultimate ain of t 
game. Race pasion could constantly switch and change at the press 
of a button, the infamous blue shall wes now more devestating/ 
annoying then ever, while the emphasis on wider racks me 
they weren't as challenging (and therefara lass interesting to race an 
time trais) as those from Super Crovitand Super Mario Kart 

The biggest chenge to the series was that each kart could now 
supporta total of two racers — one to crive, the other to use tems 
— the original roster of eight characters had swollen io a m 
respectable 14, while unlockable characters, a frst for the series, 
were also available, It was also passible to choose a different kart at 
the beginning of gach race. Split into the now-femilier weight clesses 
of Light, Medium and Heevy, eight certs were intial available, with 
another 13 included as unlockable extras. 

‘As with previous games in the series, Double Dash!/included 
plenty of new additions to the core Mario Kart gameplay, 
many these new tweaks weren't necessanly for the better. One of 
the biggest and most fundamental chaiges was thet it was no longer 


sent that 


although for 
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Sey to ‘Sr pote Ss Just like Mario Kart, only not... 


Street Racer 

‘Year Released: 1995 Featured System: Mega Drive 
“Thiseffor (rors UnsoTt and Vind Image was atl on ts original 
release, which is a pity asit’s good fun. The biand characters were 
‘very forgettable, but the included tracks were pretty good fun and 
there wore same crazy woapons, oo. Best af all was the mubilayor 
‘made which allowed eight players to race at one time, 


Crazy Racing Kart Rider 

‘Year Released: 2004 Featured System: WindowsXP 

ert Bideris a huge, nine Korean muliplaye kart racer thet earna 
revenue by selling virtual items one. Ther’s a whole hast at 
‘gamepley mates on offer, including an excelent scenarle mode and 
a fun take on capture the flap, Sadly the Western beta has been 
taken down with no mention ta when itmight come back. 


Diddy Kong Racing 

‘Year Released! 1937 Featured System: N64 

For many, Diady Kong Racing's the'r favourite racing game on the 
Nod, Pubished by Fare instead ot Nintendo, Didy Kong Racrng 
has excelent isuals anda huge sprawing adventure mode that 
trounces Mario Kart 64 single-player outing. One af best karting 
gamos around athaut Mario, thors oven a DS updatoavaiablo. 


Konami Krazy Racers 

‘Yeer Released: 2001 Featured System: GBA 

Konami Krazy Racers proved to be a perfectly adequate Mario 
Kartclor@ until Super Grcuitappeared onthe machine, Featuring 
12 Konami characters, it boasts some fun tracks based on classic 
Konami games, decent power-ups, several enjoyable multiplayer 
‘moios and bright and choorfl visuals 


Crash Team Racing 

‘Year Released: 1999 Featured System: PlayStation 

The last Grash gome oignal devsloper Naughty Dog worked on 
before joining Sony, Crash Team Racing is a solid kartracer witha 
fir mutiplayer, a decent single-player mode and pleny at wacky 
characters. Track design is solid and varied, meaning PlayStation 
owners were able to offer a two-fingered salute to N64 fans. 


Sonic Drift 

Ye sed: 1994 Featured System: Game Gear 

Sega obviously felt that eny‘hing Nintendo could do, itcould do 
better, Sonte Dns pertect prootthatthat coasnt spay to ripping 
‘off Super Mario Kart Despite featuring Sonic and Tails the pap 
contrals, headacie-inducing visuals and its stow pace meantitwvas, 
wrth lavirg on tho shalt, Tha sequolwasn't much bettoroithar, 


possible to drag en item behind your kart (akhough this reeppoered in 
Maro Kart Wii and offline Vario Kart DS). Since its inclusion in Mario 
Kart 64, vailing ites behind you wes an excellent stiategy for helbing 
to secure your lead — the item would take the brunt of any attack, 
leaving you to carry on in the lead — with searca protection fron other 
tems there was now a huge element of luck, simply because good 
racing didn't aways come into it, Indeed it's not unheard of for pleyers 
to simply hold back in the ower positions to avod the worst attacks 
and then attempt to surge ahaad an the final lap. which is certainly 
practical but doasn’t necessarily make for fun gamneply. 
However, players could chslodige and steel items 
from eppenenis through careful driving as 
wel. Known as barging them in the side. 
Other new addrions to the core 
gameplay included @ naw All-Cup Tour, 
which allewed you to mace through all 
16 tracks 1 a random orde (although 
LLuig's Circuit is always the first you race 
‘on and Rainbow Road the last), and - for 
‘he first time ever — naw Battle modes, 
Which tumed out 1 be pretty good fun 
In additon ta the standard Balloon 
‘mods that’s bocomne:a Mario Kart 
sranderd, there's Bob-omb 
Blast, which has you huring 
5 ‘bombs at each other and 
(our favourite) Shine Thief, 
which has you all tesing 
after a Shine and trying 


‘© kop hold of it for as long as possible. Needless to say, the smell 
enclosed tracks that are availabe ersure that the gamepley constently 
remains fast, furious and, aoove all, fun 

Consicering the anerchic, fast-paced gameplay that the Mario Kart 
serias boasts, i's somewhat surprising that it tok 13 years fer an 
arcade version to get released. Creeted in ccllaboration with Narco 
and utlising the Triforce Arcade Boerd —which itself came about due 
10 a union between Nintendo, Sega and Namco — it's an excelent 
addition to the home series that consisted of two huge twin cabinets 
that could be linked togather for some sarious faur-player action. 

Roughly besed upon /Vlano Kart: Double Dash! (athough the duh 
player karis no longer make an appearance}, the most notable espact 
of Mario Kart’ first arcade outing was that it heralded the errival of 
three exclusive Namco cheracters, Pac-Man, Mrs Pac-Man and Binky 
~a fourth Mametehi fram the Tamegotehi franchise, appears in the 
sequal — who like the rast of tha Mario Kart craw have thair own 
strengths and weaknesses, Pac-Mian tumed out to be a particular 
favourite of ours, Other touches to the dassic frenchise included the 
ability to teke-a photo of your own face using the NamCam, which 
imported you into the game — therefore pracating Mario Kart VWa's Mil 
option bya good three years —a host of new weapons, ranging from 
custard pes to tacks and needle bombs, the return of collacting coins 
and using them to slowly inerasse your overall top spead and the uso 
‘of a magnetic card, which could only be used on certain machines. 

Ustlising the same agproach that had worked so well for@ variety of 
attade beat“er-Lps, ike Tekken @ and Virtua Fighter 9, the magnetic 
card could be used ta save your progress and to store un collected 
tems, as well as saving all your best times. It also kept track of the 
number of cons you'd collected — vihich could be spent on nev 
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Ghost Valley 1 

First Featured in: Super Mario Kart 

One ofthe best track nth ontire Mario Kartzores, simply 
because tallow you to realy have sme fun when using the 
futher. Theresa tiny lite piece of rac, which, though wriky to 
ravigete, can put you a massive leep ehead ofthe compctition if yau 
‘time your jump correctly. 


Sky Garden 
First Featured in: Super Circuit 

‘Sky Garden is an excellent little track set high above the ground, 
which uses clouds both to slow down playersand also es handy 
barriers, Carefully used mushrooms can be abused to rocket you 
aero so of eb Fonpe, whl th arses peppowed 
in ara kor 


> tems ~ any cups and classes you'd cor 
a password alowng you to gat on to en onine-ranking leaderooard 
Inter gy, the standard 50, 100 and 150ce difficulty modes 
weren't actualy ircluded in Arcade GP (ethough they did eppeer in 


the 2007 sequel). Instaad, six stages ware available - Mario, Donkey 


Kong, Wario, Pac-Man, Bowser and Ranbbow (the latte 


only being 


available once the first five had been fuly completed) — al consisting 


of four tracks each. Another nice touch with Arcade GP was that 
comoleting al the tracks (no small feat in itset 
a brend rew challenge mode that consisted of a variety of wild ard 
wacky tasks "0 
DS There were aso traditior 
versus rode to campate in as well 

Sadly for ll its little tweaks and touches, Mano Kart Arcade GP 
and its sequel are easly the weakes 


insanely expensive if you want 12 play it propery, the vast 

majonty of the avetable tracks aren't patch on the home 

versicns that ore available, while the rubber band cifect 
thet’s in plece —the lead character becomes slower and the 
last character speeds up in order to keep races close — ist 
‘as wel implermanted as itis in otter racers. Irs certainly worth 
Pac-Man and use 


experiencing if only £0 you can play 
game-inspired power-ups, be 
‘curiosity pieces end don't really do thi 


in franchise justice, 


Bene Mh Utne, 


Wario Stadium 


First Featured in: MarioKart64 


the jump and they'll have to go around gain 


pleted, your overall rank and 


allowed you to unlock: 
plate, which was later cartied over to Maio Kart 


Time Tiial modes and the fourplayer 


gernes in the franchise and 
simply employ all the litte gippy elements from the sees. t's 


is Nameo- 


the two games ate nething more then 


If Mario Kart Arcade GP and its sequel proved to be rather 
lacklustre, at laast Nintendo managed to make amends with 
the excelent Mano Kat DS, which took the oriliance of Mario 


Looking liko somathing out of Exeiabiko 64 this is cuporb track 
{ita tie lengthy) because it features one ofthe meanest tricks 

in te series. When your opponents are on the giant ramp use the 
thunderbolt to shrink them, they won't have enough seed te clear 


kart bined it with the vary best elements of the 
home versions. It wes also the first version of Mana Kart (and only the: 
second Nintendo DS game) to include an official online rade, which 
not only proved to be surprisingly stable, but also became plagued 
with the infamous ‘snaking’ (also known as ‘straight-stretch mini 
‘urboing’, where the player constantly uses the turbo to tear around 
the track, even on straght sections) that ruined the excellent F-Zem 
GX for so many players. (While it wosn't online, there wore online 
time trial contasts using game-generated codes vou inputted into 

she official website.) 

Even snaking couldn't ruin what is arguably one of the 
additions to the franchise, hawever, and while many of the older retro 
tracks thet had been indudad ly frorm Super Mario Kart 
— weren't quite as effective as they were on their orignal versions 
(something all later versions of Mani Kart sulfer from to some 
degree), this was another jam-packed addition to the series that 
added plenty for the player to sink their teeth into, 

Two Grand Prix modes (one consisting entiraly of retro tracks) 
wore aveleble (with the now standard 150ce Mirror mode as en 
unlockeible) and it wes possible to play Battle mode on your own, 
th both Baloon Batte and Shine Runners (where you have to catch 
as many Shine sprites as possible). Perhaps one of our favourite 
improvements was to the Tima Trial mode, which nat only alowed 
you to store ghosis on all 32 available tracks, butalso let you import 
iiend’s ghosts (vie WiFi) to your own cartridge to compete against. 

IF that wasn’t enough, there wes also @ massive new Missions 
moda, which greatly expanded upon the challenges first introduced 
in Mario Kart Arcade GP The six stages each consisted of eight 


yper Circuit and et 


st 


There's a huge amount of classic tracks in the Mario Kart series, here are sore of our favourites, 


Toad's Turnpike 

First Featured in: Mario Kar 84 

Avothor track hat feature »simpla dasign in his ease afigura 
eight shape —Toad's Turnpike is still exceptionally fun to actually 
‘eee upon. The difleuly here comes rom the sheer amaunt ot 
traffic onthe roo. Neeciess to say things gt even harder when the 
sificltylevelinceases, 


Yoshi Falls 
First Featured in; Mario Kart 0S 


boariers n place. Great fun, 
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Boasting three waterfalls (the second of which isfartoo long to 
softly traverse), Yoshi Falls is yet enother simple track that really 
‘comes int its own during mutialayer races, The best cart about his, 
‘course isthe ability to send your opponents fying due tothe lack at 


Rainbow Road 

First Featured in: Super Mario Kart 

With its deviish tums and aye-mltinly hypnatie colours, the final 
‘rack ofthe Special Cup stage is loved and loathed in equal measure, 
While variations of Rainbow Road have featured in vitwally every 
‘Mario Karteame since, tisthe version in Super Mario Kartthat 

remains our favourite, 


THE COMPLETE HISTORY OF MARIO HART 


FUE ABICIAIA! BARE BE 2 individual characters have now appeared in Nintendo's popular 


iii Sve renwe vie Eve Pei arting series, 


but what about the original eight racers? 


Karts Owned: 17» Home Tracks: 
‘Mario Circuit, Maric Raceway 

z Strengths: Standard Performance 
‘The star at Mario Kartis also the best all-rounder 

although notnecessariy the chaise of more 

experienced playors. Hiscriginal kert was wall 
balanced in terms of speed, handling, weight and 
acceleration the perfect choice for becinners, 


Karts Owned: 16 Home Tracks: 
Lig’s Raceway Strengths: 
Standard Performance 

Mario’ brother is another excellent choice for 
playors that arc just starting out Uniito his brother 
he actually nas slightly better top speed and 
better handing. The downside though is that his 
Gifting is nowhere near 8s.qood as Mario’. 


Home Tracks:Royel Raceway, 
Peech Gieuit, Peach Beach, Peach 
Gardens, Moonview Higtway* 
Strengths: Fast Acceleration 

She maybe gotting constant rossuodin Mario's 

platforming outings, butPeach is epretty good 

racer in Sunes Maria Kart who's normaly first oft 

thestartng line in any race, 


Kerts Owned: 16+ 
Karts Owned: 16+ Home Tracks: 
Tood's Turnpike, Toads Factory= 
Strenaths: Good Control 

Being rather smallinstetureitshould come as 
ory Itlo surprise toloarnthatToad’s handlngie 
‘ery, Yery god His lack of weight means that he's 
also very good when ft comes to quick starts and a 
demon onthe shortertracks, 


Karts Owned: 15 = Home Tracks: 
Bowser's Coste» Strengths: High 
Top Speed 

‘This big brute of akartracer has tho slowest 
acceleration inthe game and is constantly eft 
behind by his peers, Worry net though es his dense 
Weight meen thathe's excellent on corners and: 
thathe hes an mpressive top speet, 


Karts Owned: 19-Home Tracks: 
ks Jurale Parkway, DX Summit, 
DK Pass «Strengths: High Top Speed 
Withhis bulky physicuo, broad shoulders end 
great girth, Donkey Kone Jr {he's grown up inthe 

nor gemes, hence the dropping of Uris @ furry 
‘equivalent to Bowser. Be wamed though, ikethe 
king of Koopes he's bestlettio the experts. 


1 (GBA| Wah the lather no longer an 
ction, t's dam to speed amosto help 
yeu ua large yapsimthetacks. 


small challenges ranging ftom racing through correctly 
ered gates to collecting coins and smashing crates, 


huge enemy (often with tem support), A seventh, harder set of 
chalenges, then becomes available upon completing the others 
‘Gameplay edditions sew @ staring choice of two distinctly 

different lookng karts for each player ~ it’s eventually possible to 
unlock a total af $2 karts that can be usad by any player ~ and 
dialling, whch enabled you to build spead off the racer in fran 
you, whi threo rew acors alco joned the ranks: Dry Bones, P.0.8 
and Shy Guy {who only eppeers in downloadable play), There's 
jen a small drawing orogrem that allows you to create simpistic 
emblems for use online. Basicaly, Mario Kart OS is easily our favourite 
gar in the franchise after the engl, as it takes all the fun of the 
iater games :0 features all the racing elements that were so 
enjoyable in the SNES orignal 

The last addition to the Mario Kart canon wes teleesed last year on 
the Wi and, while welte not quite as eramoured with it as we were 
with Mario Kart DS, it rernains an enjoyable add-on to the franchise 
that once agein brings new additions to the classic gameplay that has 
eon entariaining gomers now for 17 yoo 

Online play wes now fuly available (end pretty flawless itis too. 
despite Nintendo's relative infancy in this aspect of gemirg) and 
supported 12 players, bikes are included for the first time in the 
franchise, allowing you to wheelie, which increased your tap speed 
but made it far herder to turn, the benefits of snaking were nullified 
{you can snake but there's no reel point most of the time, as people 


Karts Owned: 3 - Home Tracks: 
Koopa Beach I, Koopa Beech 2, 
Koopa Troops Besch, Koopa Cape* 
Strengths: Good Control 

Koopa Troopais the evil is te evilorjust 
misunderstood —equlalentto Toad ara he shares 
‘the seme excelent banding as his stumpy peer. 
Nippyand fas; he's great for skiled players. 


Karts Ovyned: 16: Home Tracks: 
Yoshi Valley, Ory Dry Rains, Yoshi 
Falls Strengths: Fast Acceleration 
Justlito Peach, Yoshiis pretty good inthe 
acceleration department and can quicklytear apart 
‘umes on some ofthe siorter tracks. His general 
lightness though mears thethe'sa litte poor on 
comers andiacksa deventtop speed. 


abuse the bike's wheal Instead usually), and there's even a simple 
‘ext chat Mode that allows you to send preswritten me: 
alher players ankina as youre racing them, Tricks were also 
10 the Maro Kart repertoire and successfully pulled off stunts, which 
\were easer to perform on the new bikes, would reward you with a 
handy miniturbo, while players were also able to import their Miis into 
the game to compete against Maria and the other 23 characters that 
are eventually avaiable, The biggest addition to the game, though, 
was the brand new control method. 

While traditional Maro Kart controls ean be accessed va tha 
Classic Controller, Remote and Nunchuk or a simple GameCube pad. 
Mario Kart Vi was created to get the most out cf the Wi's Remote. 
By holding the Remote horizontally you're given @ surprising amount 
of central aver the an-sereen actian, whch improves; 
dramatically if you use the steering wheel that 
Mario Kart Wi comes with. 

‘Mano Kar’s credentials may have changed 
over recent years ~ although the superb DS 
outing isa briliant retun ta the glorious SNES 
days of old — but the lent 
jun to pley, a testament to both Niniondo's 
continual crafting of the franchise and because 
Miyarnoto and his time got so much right 
in the first pase. And 
many franchises manage 

(Specs! thanks to Mat All 
invaluable help.) 
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BLACH TIGER & 


PUT A TIGER IN YOUR GAMING TANK 


reworking of the 
Prince Of Persia 
anchise, there is 
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SYSTEMS) 
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A favourite of gamers old and young and 
one of the most relentless and frenetic 
shoot-‘em-ups ever devised, Robotron: 


2084 is a first-rate creation. Craig 


Grannell talks to designer Eugene Jarvis 
about his game’s path from Berzerk! 
wannabe to timeless classic, and the 

epiphany that resulted in a revolutionary ™.,. 
control system that’s still in use today 


, ane ud 


ts the early Eighties 
and Defenderhas 
been released to much 
acclaim. Designer 
Eugene Jarvis, who initially based 
his iconic horizontal blaster on Space 
Invaders and Asteroids, is playing 
another early title when inspiration 
strikes for perhaps his most famous 
creation — Robotron: 2084. "Berzerk! 
was amazing, but | got frustrated 
playing it, because you had to move 
‘towards enemies to shoot them. As 
thay closed in it was hard to kill them 
without them killing you,” remembers 
Eugene. “One day, | realised if you 
hold the fire button down, your player 
remains stationary, but you can still 
move the joystick to fire bullets.” 
For Eugene, this was a‘Eurekal’ 
moment. "A lightbulb went off in my 
head — ‘the joystick fires the bullets’ 


f 


Ithen thought why not have two 
joysticks - one to move and one to 

fire? It was so obvious ~ such a natural 
control method!" In one fell swoop, 
Eugene devised a breakthrough gaming 
mechanic for his new title, and one that 
perseveres to this day — although in 
typically modest fashion, he notes that 
if he hadn't thought of it, "someone else 
would have” 

The control method was duly worked 
into a game Eugene had already started, 
Which, like Barzerkl, was based on 
Robots, “Initially, you had to get robots 
to collide and destroy each other, but 
that was too passive - after playing 
Defender and Stargate for two years, 
you gotta kill things,” he laughs. ‘So 
that’s when the ‘shooting joystick’ came 
into play” 

By utilising 2 dual joystick approach, 
Eugene says his game became more 


Ife-like, enabling you to retreat from @ 
foe while shooting atit, adding freedom 
in tetms of firing. However, there was 
Ittle freedom in the environment, with 
Robotron confining you to a single 
screen —a retro decision even in 1982, 
especially following Defenders scrolling 
universe. "Roboron's beauty is in its 
confinement and intensity,” argues 
Eugene, likening it to Space Invaders, 
but with enemies approaching from al 
angles. “When we first tried this, it really 
grabbed our attention — there were no 
safe areas, because foes were coming at 
you from everywhere.” 

With such an escalation of warfare, 
other components were needed. 
First,a stronger enemy required a 
stronger player, to ensure balance of 
power, hence the plentiful projectiles 


the player's weapon spews. Secondly, 
@ rescue theme was introduced, 


ROBOTROM: 2054 


THE FORCE OF GROUND AOUINE 
WHIT NETWORK TEAMENATOR 
<BPUND AOBOTAONS SEEK TO 


oy 


Ta Pint EVER 25000 


transplanted from Defender “This 
was added so the game wasn't just 
about killing everything,” says Eugene. 
“We gotto tell a story, with different 
characters, and used rescuing clones of 
the last human family for progressive 
scoring” He explains that once you're up 
to 6,000 points, you became mativated 
to try for more, since 25,000 points 
provides an extra life, “The character of 
the game changes - you become almost 
idal in orelar to grab humans!" 
Further gameplay richness is provided 
by Robotron’s cast, which grew as the 
game was developed. First up were 
static, deadly Electrodes and simple- 
minded GRUNTs (Ground Roving Unit 
Network Terminators), a foe that closely 
poid homage te the inspirational Robots 
“GRUNTS were designed to make the 
player feel surrounded and trapped 
from all sides,” says Eugene, adding 
that GRUNTs are simply programmed 
to take the shortest path to you 
=something that rapidly amplified the 


programming error, when you enter a Br 


figure out where the Brains are going 
anc keep that person alive, you can 
keep the Brains from reprogramming 
any humans. That's a key strategy 
for getting bonuses - keep the 
Brains on one person and you can 
get the maximum amount of §,000 
points for each human saved." 
Elsewhere, hardware limitations 
caused anather quire if Tanks fire 
20 shots that dor’t hit anything, they 
decide 1o become pacifists and cease 
firing — a rare quality in the freneticand 
ceaselessly violent world of Robotion! 


-Arcodel Eugene wantela sory fer Autron You must save te st human family tom robots. 


"THEYRE ROGOTRONS EVIL OTTO, 
INDESTRUCTIBLE ENEMY — THEY ADD INTEREST TO THE GAME, 
BECAUSE YOU HAVE TO GO AROUN 


Like Defender, Robotion has bugs that weren't discovered until the game was 
shipped, the most interesting of which is known as the Mikey bug, “Due to.3 


the closest human, but they all go afterthe same one 
Eugene. “If no humans ars killed, they’ Keep seeking the same one, and if you 


game's intensity. “’d been working on 
the game for a few days when we got 
rudimentary GRUNTs going, and we 
‘said, let's play with ten. That was kinda 
fun, so how about 50? How about 100? 
twas killer, and the funny thing was that 
with the dual-joystick thing, we ended up 
blowing a path through GRUNTs when 
surrounded, returning to Berzerkl-style 
shooting in the direction you're moving!" 
Ina sansa, the Electrodes and 
GRUNTs shifted Robatron towards is 
‘main source of inspiration in another 
way, too. Although Robotron's single 
screens lack walls, myriad enemies 
almost create a maze, albeit one that 
continually shifts; enemies appear 
randomly on screen at the start of each 
level, and the player has two seconds to 
take in the playfield and decide where 
to go. Another interesting element, 
according to Eugene, is the GRUNTS’ 
speed. “They go towards you at an ever 
accelerating pace, but are never faster 
than you. This cives you a chance, but 


wave, they're supposed to seek 
ally Mikey,” explains 


D THEM : 


1E AR {THE GREEN HULH 


GRUNTS cut comers and always close 
inonyou.” 

According to Eugene, the next enemy 
designed, indestructible green Hulks 
that kill humans they collide with, were 
also inspired by Berzerk!. “They're 
Robotron's Evil Otto. i's cool having an 
indestructible enemy - thoy add interest 
to the game, because you have to go 
around them, although we helped the 
player out a bit by enabling you to fire at 
Hulls to temporarily keep tham at bay." 

At this point, no enemies fired 
projectiles of their own, and so the 
levitating Enforcer was devised. "We 
liked the idea ofa levitating robot, and 
it was also cheaper than animating 
something walking,” laughs Eugene. 
The Enforcer also continued a thread 
from Defender, providing the illusion 
of enemy intelligence via projective 
algorithms. “The simplest thing you can 
do is calculate the angle fram the enemy 
‘o the player and shoot directly, but ifthe 
player's in motion, the enemy always 


‘= [Arzodo Tanke fr huge projets, aden wht Engae Haat cal ice chomiaty of rote 


«(GBA The GBA'slack otbuttons means its cnvetsionis a case of pickup and play and then put down gain’ ADS vtsion on he ober har. 
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DEVELOPER 
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NARC (rcrunen, 
‘SYSTEM: ARCADE 
YEAR. 1988 
DEFENDER 
SYSTEM: ARCADE 
YEAR. 1980 
‘SMASH TV 
SYSTEMS: ARCADE 
YEAR: 1990 
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The Making OF... 


ROBOTRON: 2084 


» [Avvadel nstea of having enemies explode na shower of parts n Roboton ther savin Wy apr. 


misses,” explains Eugene. “Therefore, 
we added random direction ~instead of 
shooting directly at the player, Enforcers 
shoot within ten pixels of your location, 
and therefore might still hit you.” 

‘With some projectiles taking into 
account the player's velocity, thereby 
aiming at where you're heading, and 
having random acceleration to make 
their paths curve, you might swear 
they're sometimes seeking you, but 
that’s not the case — theyre just using 
parameters available when shots 
are made. Interestingly, because of 
the ‘cheap form of division’ used to 
determine distances between enemy 
and player, Enforcer shots always arrive 
in the same time-frame, regardless of 
distance travelled. “The further you are 
Ps from an enemy, the faster the shots get, 
and so its almost safer to be nearer the 
enemies,” explains Eugene. Although 
counter-intuitive, this is a gameplay 
mechanic seasoned players exploit ~as 
Eugene says, “If you try running into 
corners, life can be short, especially 


BLASTING 
ELAS TEER 


Although Eugene planned sequels for 
Robotron, Blaster became the only title 
set in the same universe. “It’s trvina to 
throw Defender’s gameplay into a 3D 
environment, to capture the rush of flying 
through space,” expains Eugene. 
‘Ofhis early games, Eugene considers Blasterthe weakest, 
because of the inherent problems of 30. “It’s exciting, stimulating 
anc emotionally captivating through the imagery, but the pleyer has 
incompiete information, and poor manoouvrability, You can't soe 
threats behind you -you justhave a cone of visibility. And so you get 
killed by things you never saw, which players consider unfair. 

Happily, though, Eugene notes that he thinks the industry is finally 
over 3D. "They're like, ‘You know what? A game doesn't have to be 3D! 

‘Agame can bo 8 amo!” And that's groot, becauso it’s impossible 
to take some formats into 3D. Tek Pac-Man ot Space Invaders. 

‘or Robatron - put them in 3D and they simply don't work.” 
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» [Accadel Berzerk! prvited much ofthe ial insta for Robot, atough Eugene's games taster and tougher. 


since projectiles that hit walls just follow. 
their lines, funnelling into corners” 
Eugene also decided to make Enforcer 
spawning rather different to that of 
GRUNTS and Hulks, utilising the concept, 
of a monster generator, a key component 
of later games like Gauntlet. “The 
Spheroid was devised to deposit little 
embryos of Enforcers around the soreen. 
Shoot the ‘mother’ and offspring not yet 
birthed also perish,” explains Eugene, 
“Bur if you die, the generators reappear 
and birth more. You can get into this 
steady-state situation where you keep 
dying and they keep generating it's ike 
you can never get them out of the way, 
unlike in Defender, which always has a 
fixed number of enemies.” 
To keep the balance of power intact, 
Eugene decided to enable pleyers 
to shoot enemy projectiles, adding 
an element of defence, but it wasn't 
ong before another fos was added: 
Brains. Thase were considered master 
controllers, preying on humans, turning 
them into brainwashed Progs that 


‘(Aroade] The eantevardaly body SmnehT Vfl too some of Raboiare orginal oncop docs ta the aroados in 100, 


incessantly hone in on the player. “Their 
defence 's a cruise-rissile projectile that 
seeks you out, but ina random fashion,” 
says Eugene. “It sometimes goes away 
from you and comes back, seeking a 
random spot around you, often killing 
‘you in the process (laughs), but this 
‘adds suspense. As they come at you, 
you're nat sure what's going to happen.” 

Robotron survived in this form for 
afew months, but Eugene's partner 
on the game, Larry DeMar, then 
announced he wanted another enemy, 
the Tank. “We needed something else 
to punish the player and take their 
money, and so we created the Tank, 
which shoots what are essentially 
high-velocity ping-pong balls at you that 
bounce around the sides of the screen,” 
says Eugene. 

With 2 large selection of foes, bullets 
and humans populating Rabotron's 
single-screens, and technology being 
limited, the game's graphies were 
understandably basic. It was vital to 
make each character distinct and ensure 


»IVIC-20] Na yar nothalanating the VIC-20 realy did receive « Rotauneonveron sno bad ether —just dnt) runring diagonal unless you arto de, 


‘enemies stood out. “The beauty of the 
black background is there’s no clutter 
to distract the player,” explains Eugene. 
"The game's all about the enemies, end 
the graphics were designed so you can 
see the contrast, even with dozens of 
enemies on screen.’ That said, Rabotron 
does make ane concession to visuial 
impact, borrowing a trick from Defender 
"We refined the explosions, separating 
a character's scanlines - as opposed to 
Defender's particle explosions. How and 
where you hit an enemy defines where 
the lines go, which is very ‘Defender 
esque’, creating beauty and different 
patterns of explosions.” 
This fine-tuning and attention to 
detail resulted in a game that feels very 
complete, but Eugene says he always 
wanted to make Robotron sequels, 
mostly to implement the game's original 
Vision. This included a world of mazes 
~a huge underground complex to explore, 
within which is a mastermind computer 
to destroy. “| guess Smash TVutilised 
some of those ideas, and with Robetron, 


+ GBA] eats GBA wibuto we Liararan Llomatooet whichis ike Raboton twice removed 


Just the game became fun,” considers 
Eugene. “It’s an interesting school of 
game design ~ do what you can to get 
something running, and if that’s fun, 
you're done. Rather than implementing 
everything from your vision, implement 
‘the simplest reduction. if it doesn’t 
correspond to your original vision, 
who cares?” 

Robotron’s combination of simplicity 
and brutal, ferociously relentless action 
won plenty of fans, and it remains 
popular today, bath in itself and as a 
source of inspiration for other designers. 
“I look at Robotron like chess—it has 
simple rules, but every game Is different. 
‘With a simple universe and set of 
rules, you allow characters to freely 
explore them and take things to their 
limits," muses Eugene. And on the likes 
of Geometry Wars, he's unselfish and 
open: “It's awesome to see modern 
designers using the classic 2D Raborron 
format and expioring new play elements 
and concepts, There's a beauty in the 
gameplay and it's a viable, fun format.” 


THE MAHING OF; ROBOTRON: 2084 


Eugene confirms he's a fen In general 
of classic formats making a resurgence, 
and believes such games are beneficial 
to the industry. "The beauty of the retro- 
gaming movement is the rezognition 
that the game is an art form and doesn’t 
necessarily get obsolete just because 
it lacks the latest 3D motion-captured 
ray traced graphics.” He compares retro 
with punk-rock - stripping things back 
to basics. And although you wouldn't 
want to experience honed-down 
simplicity for your entire life, there's 
a purity and timelessness to classic, 
straightforward gameplay. “With 
Robotron's gameplay, the beauty is in 
the limitations - you're stuck on one 
Screen, and that confinement makes the 
geme. If you could walk to somewhere 
else, it wouldn't be as much fun. You're 
trapped, and you have to fight,” says 
Eugene, “A game isa reduction of life 

~ being restricted to some little world that 
hhas its awn rules. And the industry has 
finelly recognised that graphics aren't 
everything - it's all about the game.” 
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Brought up asa Mormon, he has 
memtied first ta Paula Nietson 


44 y vision for Atari was 
a company which 
brought technology 
and consumer 


electronics to everyday Joe and Moe,” 
says a proud Nolan Bushnell, casting his 
mind back 34 years to 1972. 


laughters, Alissa, Britte and Neel, 
and five sons, Brent, Tyler, Gavin, Dylan and 
Watt. Sadly ther died when Nolan, 

16, leaving him as the man of the 


Back then, Nobn was eged 29 and living mother and three 
in Siicon Valley where he and business 
colleague Ted Daubney hed formed Aten with 


$250 dk 
fromm th 
compa 
videogaming— and much of 


ng with srienoa, hadking 
upbulbs and e sting NeW 


electronic des 


fatio opereor who ved nasty taught him 
electronics and ra 


he: iors parttime from 
him lessons in business; anda university 
lecturer at the University of Utah gave 
jgrouncing in compu 

Bu te b 
basic space coribat game called Spacew. 


would aterbecomea multibillion pound 


spent a few years 
neaking mio the 


during the late 1980s 


Let: Forsuch ebssie game it vesting thatthe casing would 


Bout sim and sami - and tha’ juste co-op 
machine: Computer Soave was Bushnels irsjatternp tan 
arade game 
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NOLAN BUSHNELL 


HE |S THE FATHER OF ELECTRONIC GAMING, THE FOUNDER 

OF ATARI, THE CREATOR OF PONG. AND, DESPITE A LIFETIME 
ASSOCIATION WITH VIDEOGAMING, NOLAN BUSHNELL'S PASSION 
FOR GAMES IS AS STRONG AS EVER. DAVID CROOKES TALKS TO 
THE MAN WHO TOOK GAMING TO THE MASSES - AND DISCOVERS 
WHY HE BELIEVES SOME MODERN GAMES ARE DEGRADING... 


2 a9@ oF 19, cave 


and it would prove to be the cetalyst for what 


bebasictuo, the word Pongbeing te ony eye-cathing feature 


IN BRIEF... 


No‘an Bushnell’s jaw drops 
‘when he plays Steve Russell's 
‘space combat 

the 1960s. So 

he writes his own version, 
Computer Space, eleasing tas 
‘coin-op - but it fils. He turns 
hisattention to simplergames 
‘and pute an idea for a bat ard 
ballttleo engineer Al Acorn 

‘and the classic Pong was born 
Wsreleased by Bushnell and 
Tom Daubney’s new fim, Aan, 
‘ands widely credited as laying 
the foundations for today's 


[Areaie] Str War dd itfor mavie ct ané Space Ward tor 


vidoogorn Stree wa nw and xing or, hi videogame industry. 
computer labs at the University of Utah to 
play Spx which hac bean created by 


‘Steve Russ $7 milion mainframe PDP-+ 
computers at the Messachussets In 
Technology in 1962 

‘The influence Is not lost of Bushell, who 
ivagled gai 
the enusement park 

“The real credit for kicksterting the 
videogarring industry has to lie with 
Steve Russell" he expains. “He was 
my inition | thought Spacewar 
was fascinating — 


0 university with working at 


nobody had created anything 
before. From the moment! played ¢. | 
wantad to write my ovin progremmes 
—the potemial for vdeogaming wes 
there 


‘rom ATA COMORATION 
EOF Ont 
ee 


iecuares He could 
well-paid job as the amusement 
park manager or bacome an 


company which 
3d videotape, He decided to 


r Space on a 
jvanced machne, 
Space was more complex then Space 


Compu 


cortinues Bushr 
logist | wanted to creat 
impressive. It was as much about ¢ 
techniques of the game as the game itself, 
>be fun to play. You see, from 


+ erginoer and 


nology perspective, everythng was 
very hard to do in the early years end, frorr 
Space onwards, | had to develop 
could be done with the limits of 
nology at the tirr 


Whereas Spacewar hac 


created to 
litios oF the 


#F the power and capi 
an wanted Computer Space to be 
a commercial product 

Daubney was interested and 


pair joined 


ace where people enjoyed working, We 
sted in creating games 
ating and that, | 


liked to play what we were 


Near ual work environme 
which threw out the rule book — the 


reated ac: 


parking spaces for director 


were allowed n the offic. 
An 


.n he employed enginaer Al Acom 
nad worked with Bushnell at Ampex. His 
:] 


te. si 
‘game based on a version that had t 
released for the Magnavox Odysse 

‘Al went to work, having been told by 


le ping po 
en 
nce, 


“| DIDN'T INVENT VIDEOGAMES. THEY HAD 
ALREADY BEEN CREATED - THAT'S HOW 

| BECAME INTERESTED IN THEM. | JUST 
MADE THEM COMMERCIAL’ 


NOLAN BUSHNELL. 


up, selling the tocoin-op macnine 
manufacturer Nutting Assorietes in 197 

al of 1,500 Computer Space ci 
ma faled venture that nette 


neis We 
d Bushnell 


ur 
cash int Nolan wanted 
call the new firm Syzygy but the name we 
irstead they decided to call 


2 new venture 


bounces,” Bushnell said 
ion thet we did this. VW great 

crew ard very, very smart people working for 
<d we were inn: 


One of 


us 


my philoscphies was to create a 


THS IS A GAME? 


ering 


gameplay of iting a bel backand forth, But No 
ater phic 


hanged news 
Je gamer nav 
smplex 
pe casual social 
Yet Bushnel reckons Sony and M 
perspective. “Tachnolagy is maving toward ph 
mpressive, Tha network effort 

But he obi iy to ger 
‘ex scenes. "Controversy 
eceuse 


nel 


acked me 


game C 


bolieve there i a huge market opp 


ween good for g 
> realism ard 
f Xbox Liveis very im 


ating toa! 


don't believe that the decrading natwe of th 


B released by General 
Alecinc ard that other husiress deals were in 
0 ensure it would be manufactured 
These clairrs were fa 
wanted to see how Al woud perform ashe 
had vary litle knowledge of videogames, 
“When | davised what 
nd put to Al Alcor, it 
meart to be a trainng project. It was only 
supposed to be a throwaway game beceuse 
ve actually wanted to create a driving game 
ofi's 
simpleity, yet when people say | crested 
Fong, they/te missing something — A brought 


alot to the project and he made it what it was. 


athe time. | chose tennis F 


Shion violence or sports. Games are also too 


unity in tongoting 


PROFILE 


Loxkingspace-9g and sophisticated, hiss bw Ata advertised latest smash game 
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e chair, wither 
NOLAN BUSHNELL 


la bows right 
rings tuefor same games 


sy 


“THE VIDEO GAME INDUSTRY HAS CURRENTLY BEEN 

DOING THE SAME THING OVER AND OVER AGAIN, WITH 
LITTLE INNOVATION OR OUT-OF-THE-BOX THINKING” 

ti—€,9 NOLAN BUSHNELL 


game for the home market < 


224 RETROUAITER COLLECTION JULY 


125000 


LEVEL BONUS 


TAKE SCORE 


[PCITWs versen of Ppsmariois on of slargerange st car end puzle games ported fr uss in ho Wink 


Pong console wes eventually taken on 

by tha department siore, Sears, People 
were prepared to queue for haurs to get 
jer hands on Fong, which went on to sell 
50,000 machines, but this grabbed the 
attention af other companies which hed 
oun ta create their own consol 
In 1976, Nolan — who by now hed 100 per 
sontyol of Atari es Doubney had decided 
10 offload his half of the compeny to hm 

~ sod Atari to Wemer Communications for 
$28 milion, half of which went to Bushnell 
‘who became tha chief executive officer. 

The company then crested the Video 
Computer System (VCS), released in 1977, 
A year leter Bushnell left the company, 
ari, Yet the 
lease Space Invaders 


parsing a reorganisation within 
compary want on to 


on the VES~a ga 
nth 


ne that was proving a hit 
arcales—and the consale's fertunas 
seemed unstoppeble 
Today, having recently celebretad his 63rd 
icthday, he is stil Involved in videogaming, 
Inthe years since Atari, he has been 
involvad in umpteen different companies 
each with varying success, arnong them 
Chuck E Cheese's Pizze Time Theators 
where chidren coud eat end pley gemes, 
Andrebt Ine, which created personel, 
entertainment robots, end Serte Games, 
Bur naw ha is pushing ahead with uWink, 
a hitech restaurant frenchise based around 
videogames. Each outlet is oacked with 
monitors from a two-sided touchscreen on 
every table to flat panels in ‘tont of every bar 
sat, Although the scraens will shaw music 
videos and film traiers, thet man use wl 
be for gomos, such as card and puzde tos, 
among them a variation of Piaemaria. 
Bushnell says: “The videogame industry 
thas deen doing the same thing over and 
over again, with lite innewation ar out-of 
the-box thinking, But before the videogame, 
games were for soci interaction, not just 
one-to-one entertainment and Wink plans 
to bring people together.” 
As of 2010, Bushnell has once again 
joined Atari (formerly Infogrames) with 
® position on tha company’s boa 
Needless to say we'll be wetching his 
involvemnent very, very closely, 


ws 


‘There machines ean be found domed aroma 
Busines uWink restaurants, e-troducing fais 
toqumes 


PROFILE 


FEATURED GAMES 


‘elessed, Computer Space as 
nonetheless a flan. Even thaugh the 
‘rajoity were impressed by thisnew 
futursto locking mactino, 
control methods wore offauttng to many, 
Nolan says: “This wos my tribute to Steve Russell's 
‘Spacewarandit had modest success. | wanted to buid 
‘on that game, make it more complex, Perhaps it ws too 


Pong nas 8 game of ski that required quick 
pfiexes and an alert mind - notthad for @ 
gama which, Nike Tetrs years tater, is xt on 
auch esiple promisa 
Nolin says | vanted the simplest game | 
‘could think of and so decided that someth 
‘with a bat ancl ball veadd be perfect, Progtatrmring the 
‘gamne so that tne bal would shoot off atancles hebed t 
{0 be fun and the scorinc element cave t the competine 
doe. Al did s oreatiob cn the sound.” 


BREAKOUT 
Breckour vas Nolan Bushnet’s thc 
game, He dosignod the concent 
“4 basically a sirglo-playar Pong ard 
| then asked 2 programmer called 
Steve Jobs to code i. Jobs set about 
5 1 cregrarniming the game with the help of Stove Wozniak 


‘And Bushnell pad them $7,000 fo the work although just 
‘$380 was handed to Verna, 

Nolan says: “This was an rteresting game because 
hadsuch hai time wit it At the time, the programmers 
at Alar wanted to create diving and flying games since 
they were engnes’s and wanted to create sometting they 
‘would be impressed by 29 ncbady would volunteer for 


ur | wanted ths simple game to be created andl |W 
pleased with the result" 
jobs and Woerak ater formied Apple Computers 


ASTEROIDS 
Nolan envisioned Asteroids as a variaion of 
Breakout Ard in 1880, Asteroids — together 
with Atar's Lunar Lander—becerne the 
fist videogame to ever bevecisiered in the 


Copyright Office in Amercs 

Here you played a spaceship which had to 
blest lorge asters inta smalir onan urtl the enti setean 
was cleared and itspaywned many 3 copycat. Like Seakour 
and Fong, this hes since teen ported to vinualy every 
kriawn format, ncicéng the Atari VCS. 

Nolan says: “Asierords was simpie and yet trig f you 
look at Asteraids and Breakout they are both ahout caning 
Up the ervircrment. whether t's breaking up rocks or 
destroying bricks, These were good, sald games 


ATARI VCS. 
Also known as the Atei 2600, this w 
slessic horne console which no hame in the 
lone 70s andl ently 0s coulel bes without Veh 
= its woodgrain finish, ths was a rechine forthe 


living room, not 104 fer the chiens bedroom, 

‘Atari had alresdy dalled in consoles, aroduang 
machines capable of playing ust one game, Hut now the 
fitm—and Nolan — wanted to push things turer and create 
‘a machine which would play many games, 

‘We wanted comathing better than the single-camne 
machines and so crated 2 console which could be 
prograrined > run meny different qames," says Bushnell 

‘Micro-processors had come down in pice and rrade the 
project able. [Ne wentes the ViOS Tecnology 6607 CPU 
‘which ha only been created about three months eax so 
ai wos cutting edge stuft 

stl think thi is a good console pow and I'm 60 proud thy 
its stl eked about today.” 
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IT 


nate 1997, after id Software 

had been hard at work 

setting, raising and re-raising 

the first-person shooter 
throughout the Nineties, Quake 
was unleashed upon the 
world. Its multipl 


‘pies and 
1g 3D graphics cards 
peing 

or than me 


he mest influenti 


videogeming history 


A Quake regular, these handy 
pieces of military apparel 


lt’s quite handy that so many 
videogame baddies leave 


4 


1 Shells 
Just one of myriad boxes of 
ammo that litter the halls of 


QUAKES II 


Quad Damag 
Ah, Quad Damage, our old 
friend, A handy pick-up that 


provided a bit of extra countless medical supplies the Strogg base. We chose pretty much does what it says 
support as they softened strewn all over their places this one because Quake I's ‘on the Q-shaped box. While 
‘the (many, many) blows of business. Quake Mlis no shotgun blasts are ever 50 ‘this may have given you an 
from the inevitable Strosg different, and with the amount | _ satisfying, and become even unfair (but highly enjoyable!) 
bombardment that befell of abuse the Strogg hurl your ‘more 50 once you find that ‘advantage over the regular 
your unfortunate marine. A way, you'll be collecting these | lovely double-barrelled beast. | single-player campaign 

ui necessary piece of equipment and healing your ailments with | Powerful, violent and loud enemies, Quad Damage was 
that no self-respecting soldier ‘an efficiency that the NHS the stuff FPS dreams are a multiplayer deathmatcher's 
would leave home without. could only dream of. made of. Holy Grail. 


WHY IS IT A CLASSIC? 


BEST NEW BIT 


BEST STAGE 


Ashe creator itself seid ofits 1937 masteraiece, “By now, t had become 
‘lear that id's games were reason enough to upgrade, or even buy, 
personal home computers.” Quake Ils influence extended way, way 
beyond just some first-person blasting fun. The versatile if Tech 2 engine 
that powered the game brought about an unprecedented modking scene 
andamazing multiplayer deathmatch madness, notto mentionthe most 
mind-blowing graphics the world had ever seen produced by the ugly 
{grey box. And oh let's not forget, thatit was responsible fr influencing 
the future of an entire industry, The word ‘class sounds about right tous. 


Quake ilhad a memorable intro sequence as well asa sold back story, 
and went so far as to present players with briefings and objectives for 
‘each stage. This may sounc simple now, but it vasa big deal backin the 
day. See, most FPSs had hitherto dumped us in some sort of dangerous 
locale with the simple and solitary goal of reacting the end of the evel 
(often marked ‘Ext’ while kiling anything thatstood in our way. Now we 
also had to do such things as reconfigure satelite communication links or 
locate nd activate power cells, all before reaching the end ofthe level 
(often marked “Exi’) while kiling anything thatstood in our way. 


After some gratifying levels of mindless gunfighting, the player reaches 
the Supply Station, with the objective of destroying the Strogg logistic 
train and finding the missing powor cals for the warehouse. The Supply 
Station i full of elevators, conveyor belts, and other heavy equipment. 
Many ofthese could be switched on or off, allowing for inventive killings 
inckiding crushing enemies under lifts and dropping a large, explosive: 
crate anto the unsuspecting Gunner below (see screenshat). Navigat 
through this stage meent powering up the right conveyor belts an 
activating switches from afar with carefully aimed shots 


BEST ENEMY 


When someone's ourto killusby whatever means necessary, itis not 
stiange for us atRetro Gamer to admit we ike the guy, We do, Like 
blasting himto piaces, that is. Take Tank, our favourite Quake Ifenemy 
When you first encounter this behemoth, he’s standing in the way of a 
Workstation terminal the player needs to access. Unhappy that you've 
cisturbed his computer time (how he handles the keyboard with guns for 
hands, we'llnever know), Tank unleashes a barrage of bullets from his 
arsenal. Dropping this big guy requires more firepower than any of the 
enemies you've faced so far, soit's al the more satsfying to see hin fal, 


BEST WEAPON 


While there were more powerful weapons on offe"(the rocket launcher 
and BFG come to mind), we've always had @ special thing forthe chain 
un, Some of ourmast enjoyable moments were those where we found 
‘ourselves loaded up with ammo and stepping into a room ful of enemas, 
What good times we had, reaciying this rotating beast and then halding 
down the left mouse button as we truly delivered e HAIL OF BULLETSin 
cepitalletters. Very handy for us, then, thatthe lazy Strogg left couple 
ofthese justlying around instead oflocking them safely away whare ro 
invading marines coud getthetr hands on them. 


STANDOUT MOMENT 


Ading novelties to an (almost) decate-old genre isthe anly way to keap 
your sequels from being just more ofthe same. id Software was the 

first to realise thot nat overy opponent chouldjust hoe! aver doad won 
the player had urleashed the necessery emount of bullets imo it, So, hit 
anenemy just enough and in his death throes he would take some final 
shots at you~ sometimes this was arandom twitch reactionto heving his 
head blown off, while others were aimed rightat you. So although you 
can take the Strogg down with a few careful hits, you're only really safe 
that extra shotgun blast has seen them explode into meaty chunks. 


What the 
mags said... 
ages ago 


Gamespot 
“We must conclude that 


Quake (lis pathing less 


a remarkable game, and 
‘we reccommend it without 


n. But stil 


What we think 
While we don’t thir 


eWhad 


Jay. But for whet 


joap in gare, 


added to the gerning 


IN THE HNOU 


PLATFORM: PC 

‘DEVELOPER: Inso-TWARE 
PUBLISHER: ACTIVISON, 
RELEASED: 1999 
GENIE: FIRST FERSCN SHOGTER, 
EXPECTTO PAY FS 
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RETROINSPECTION 


RETROINSPECTION: INTELLIVISION 


WITH ITS CUTTING-EDGE GRAPHICS AND SOUND, THE INTELLIVISION WAS THE WORLD'S 
FIRST 16-BIT GAMING CONSOLE AND WORTHY SUCCESSOR TO THE ATARI 2600. ARMED 
WITH THE GREATEST CONTROLLER EVER, IT TOOK THE WORLD BY STORM, AS THE THIRD 
REICH COULD HAVE ONLY DREAMED OF DOING. RETRO GAMER EXPLAINS ITS TURBULENT 
AND CONVOLUTED HISTORY, THE UPS AND DOWNS, ITS BATTLES WON AND LOST 
IN Mu PSE RETROSPECTIVE DEDICATED TO THE MEMORY OF THE MIGHTY 
ITELLIVISIO! 


he Intellivision: it epitomised cool elegance and 
sophistication during the maelstrom days of the videogame 
revolution in the early Eighties when the gold-disked 
beauty slogged it out with the mass-marketed Atari 2600. 
ina David and Goliath scenario, the Intelivision carne armed 
with more than a slingshot, It was the world's first 16-bit gaming 
console with @ voice synthesizer box and kit allowing it to mutate into a home 
computer and music stutio, aso had @ wondrous controller, the best the 
world has ever seen, Unlike the 2600 with @ woafully unresponsive pllbox 
end daft button as a joystick, the Intellivision came with two keypads that 
mouldes the hand and fingers better than Jarnes Wood's bionic-cancer 
gun in Videodrome (1982). Not only dd the controler have a number pad 
and plastic interchangeable overlay, tha gaming dist featured 16 positions 
compared to tha 2600's eight. As cantrolles go, it was sheer garning ET RTT 
nirvane that allowed precise and graceful play. the Mave Keybnaré Component 
The majority of the games were light years ahead of the competition 
Utopia was one of the first ‘god’ games; 8-17 Bomber with the intellvoice SPECS (MASTER 
offered hear-nounding missions to the heart of the Third Reich dodging lak and COMPONENT): 
enemy fighters; Mountain Madness: Supar Pro Skiing was blistering racing where 
‘opponenis did a ‘Sonny Bono’ by sarnming into a tree; Auto Racing also hada seth Mah 
cares nTV Sos fight cr ond Aaercod ergoors& Dragana Couey St THRs @ 
‘Mountain would see foolhardy adventurers losing their bowels and being ripped 
to bits. And there were dodgy third-party games such as The Texas Chainsaw Memory: 7« internal ROM, 
Massacre and the saucy XXX romp Custers Revenge, for the mare adult orientated == AMend (/O strucures, 
gamer. However, stich Iupcury end tafinament came at a prica when the Intellivision FeMeining 64k address 
was released in 1880: a hefty $300 ($800 in today’s money}, But it was worth space avaiable for external 
every cent to have a console with the cutting-edge style and polished power of, say, POurems/256-by Bbut static 
Alain Delon, compared t0 the Ater's Vinnie Jones, RAM chip (147 bytos optimised 
The Intellivision's rots stretch back 70 1977 when Mattel intraducad cne af ‘for gemepey); 1,325 byes cf 
first handheld videogames, and the same year Atari released the RAM; 7,168 bytes of ROM, 
VCS, better known as the 2600. In 1978, Mattel began work on the Intellivision Controls: Two hand controllers; 
in California, and e year later, the console was test marketed with four games. 12 button numeric keypad, 
The response to the Atari's new challenger was promising and the Intellivision four action kays, 16 direction 
sold throughout the US with 19 tiles reaching sales of 175,000 units. Another movement dso 
competitor to the Intelivision and 2600 was the 8-t Philips Videopec G7000 that 
featured an alphabetical keyboard. Despite selling farly welll, shifting overa million 
units in the US alone throughout the eerly Eightes, the console was doomed due 
toa severe lack of third-party suppart. One of the G7000's better titles wes Satellite 
Attack, seen to good effect in the violent cop flick Oroler Of Death (1983), where 
Harvey Keitel slums it with video junkie and psycho Jahn Lydon aka Johnny Rotten. 


(CPU: Ganaral Instruments 


‘Sound: Sound generator 
capable of producing three- 
part harmony. 

Colour: 64 program-defined 8 
by 8 images; 160 pixels wide 
by 196 pixals high 

O To satisty demand as wel as the R&D of new titles, Mattel hired too ‘Video Resolution: 192 
programmers who sheltered bahind the veil of the Blue Sky Rangers in e bid to siop —_vartical by 160 horizontal 

Atari poaching the cream of its talent, With the Intelivision fortified with the best picture elenerts 
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INTELLIVISION 


———s 
sly bux rt was very eisinetve nd 
immediately lotyou know that you were 
iooxing a an ineliviion gan 


\ Sa 


THEALLNEW 1 


wring an nivsion could be, 


COMMUNITY inteLivision sites To waTcH 


Buzz 
Romnrns 


Intellivision Lives! Intellivision World Intellivision System Intellivision Gumbo 
r isionsystem.com  wwwhome-arthiink.net/ 
neperseett -videogames/inteliivision 


re ges, Congo Bor 
‘can reach an incredible $829. 
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programmers, artists and the cash cow that was Mattel Electronics, 
the videogame war with the Atari 2800 was going to get real ualy. 
In 1981, Mattel invested $8 milion in a national ad campeign in 
direct competition to Ateri that compared the graphic power of the 
Intellivision to the 2600. For the first “ime in gaming history, the 
media was whipped into a franzy, predicting a bitter war between 
the two giants, and despite being twice as expensive as the 2600, 
the Intolivision sold over 850,000 units. In what wos tb be the 
Intellivision's finest hour in an industry now valued at $1.5 billion, 
Mattel announced a staggering $100. 000,000 profit in 1982. A 
number of the most popular gaming cartnages sold over a million 
Units and Activision, Imagic end Atari developed their own software 
for the system, all eagar to gat a piece of the action 
With 50 titles to co with the system, the Intellvoice was released 
with three gemes: 6-17 Bomber, Space Spartans and Bomb Squad. 
A revolution in videogaming, the Intetivoice orchestrated limited 
but effective speech sampling that could anhance atrrosphercs. 
However, daspite positive reviews, the Intellivoice bombed 
with only 300,000 Units sold, the romaindor gathering dust in 
watchouses. The fourth title, Tron; Solar Sailer only stifted 90,000 
copies and other voice-enhanced games in development such as 
‘Space Shuttle, Magic Carousel, Convay and Quest—a promising 
Dungeons & Dragons title — rotted in limbo when the intelivoice 
‘was quielly buried in August 1983, With a $20 milion ad campaign 
staining actor Henry Thomes fresh from Steven Spielbera’s ET. 
(1982), Mattel promoted its latest gadget: the computer keyboard, 
Released in limited numbers at a whopping $600, i: was, 
powered by 64-bit technology and a secondary CPU when most 
home computers of the period could anly muster 4k to 16k of 
umber crunching power. With a builtin cassette drive and option! 
connection for a printer, he Intelivision was more then a gaming 
console but a fully functional home computer. An ambitious but 
expensive enteronse, the keyboard felled to erthuse the imagination 
of the public (the keyboard, cansala and games fetched over 
{$4,000 in a recent eBay auction) and Mattel concentrated on 
gaming software, hiring over 100 staff. At the end of the year, the 
console was released in Jepen by Bandai and worldwide Christmas 
sales were strong, despite compatition from the rew ColecoV/sion 
Sadly, the Intelivision's popularity with the masses wes to wane 
‘5 a gaming depression loomed ~ the market was saturated with 
product and there were not enough sales going round for all the 
companiés to survive. The Intellivision’s selad days were over. 
In 1983, the gold and wood grain Intelivision was superseded 
by 4 slaek $150 light grey model in a bid 10 attract sales — the 
Intellivision I Also, the ECS (Entertainment Computer Systam) hit 
the shelves. An inexoensive alternative to the computer keyboard, 
it wes limited to 2k expansion, but the ECS could also be used 
25.4 music device with the 49-key synthesizer: gamers could now 
become budding New Romantics. Yet the ECS was doomed 
when the Mattol fat cats decided to 
throw their bucks at gaming soltware 
‘end canned what was a novel piece of 
equipment. Towards the year's end, 
100 Intellivision gerres were produced 
and the System Chenger module, 
cheeky 2600 clone that usad the 
Intelivision for its power, alowed 
Ataii games to be 


© Programmer Ray Kaestner. 
wiho originally worked on 
Quest, wrote the code for 
what is considerad a periect 
port of the arcade version of 
Burger Time in five months. 


A garring device way ahead of its time was the PlayCable, an 
adapter thet plugged in the cartridge slot of the Inielivision. For $5 
@ month, itallowed up to 20 games to be downloaded via cable 
and stored on the machine's RAM, Each menth, the games would 
be rotated and overlays and gaming instructions would be sent to 
subscribers. However, the PlayCable could not store larger games 
due to its lmitedt memory and, although popular in the areas that 
provided the service, it was discontinued in “983, Tho year also 
ssawv the introduction of the Atari 5200 and the Vectrex, and as 
games flooded the market, the Intelivision’s days as the numero 
uno were numbered. As @ consequence of mass product avaliabilty 
and competition coupled with limited merket interest, the industry 
panicked and callapsed, Srraller companies threw in tha towel and 
the big boys tightened their purse strings. The Intelivsion Il was 
Old olf for $69 and Mattel sacked two-thirds of ts programming 
staff with a record loss of $300 milion. Suffice t0 say, plans for the 
Intelvision IV Mastar Component with 3D graphics and medem that 
let two players angage logether over a phona line were canniad, 

In 1984, Matto! shut the doors on its gaming business and sold 
the Intelvision to INTV Corp who continued to flag the conscle 
although the videogame industry was at that time presumed dead 
iin the water, As stock cried up, the company produced the INTV 
System Ill in 1985, which was in essence the original Intellivision, 
sometimes sold as the Super Pro System. The NES was released 
in the mid-Eighties and its success enthused INTV to hire former 
Intellivsion staff to complete unfinished Matiel games es wel as 
republish older but popular tiles. With sales of 10,000 to 20,000 
Units, turnover was low but profitable as INTY ware @ barebones 
operation. As the Atan 7800 and the 8-bit Master System sales, 
proved encouraging, INTV announced the INTV Systern IV but it 
was never released, Based on the Intellivision Ill Master Component 
{rom 1983 (whch was also unreleased), the Sysiemn IV wes 
rushed into development to compete with the ColecoVision with 
high-resoltion games (220192 pixels) and a bultin Intelivaice, In 
1988, the writing wes on the wall for the ageing Intelivision, Stores 
ceased trading with INTV end the company developed software 
for the NES, finally filing for banrupzcy in 1990, its remaining stock 
dumped in cheap stores such as Tandy/Radio Shack. 


(J But the Intellivision reiused to die and fives on. The 
originel Biue Sky Rengers, pioneered by Keith Rebinson, formed 
Intelivision Lives! in 1995 and the ex-Mettel Electronics bottins and 
programmers obtained exclusive rights to the console and its entire 
catalogue of gemes. Due to public demand for retro gaming in an 
age where madam games are coated in high-gless graphics but 
suffocate in a vacuum of zero gameplay, there is growing trend for 
Intelivsion software from veteran players to noobs alike attracted 

to the system's simple yet accessible titles. Thanks to Intellivision 
Lives!, PC and Mac emulated varsions af games are marketed, as 
are games for mabile phones published by THO Wireless, Direct 
TV unis and greatest hts packeges, T-shirts and mugs brandshing 
the Intellivision logo of choice aro available as is Intolhvisian In Hi-Fy 

2 CD of the catchiest tunes from the games, So now there's no 
excuse not to whistle along to the insanely infectious score to Snafu 
‘while zipping down the motorway. 

Indeed, in its thrae dacades of gaming popularty, the Intellvisian 
remains true to its core. inteligent television, With over 125 tiles 
produced and zbout 3.5 millon consoles sold, the Intellivsion 
‘continues to dravy @ wealth of gamers attracted 10 the brand, the 
games and its components that pushed technolegical boundaries 
from @ gaming machine to one of an advanced hame computer. And 
‘where the competition has now been buried under the sands of 
timo, the future of tho Intollvision is bright ond chooriul. And as the 
strap line for the Irvelivision Lives! website stetes bold and proud 
~ Blocky after all these years.’ Yeah baby, you hed better believe it! 
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RETROINSPECTION: INTELLIVISION 


‘SPECS (MASTER 
COMPONENT 
AND KEYBOARD 
COMPONENT 
COMBINED): 


Memory: 16: RAM resident 
(10 bat) words merrory can be 
‘epanded to more than 1000 8k 
pages (8B megabytes), 
Keyboard: 60 key “ypewter 
keyboard. 

Tape Cassette Drive: 

Built-in completely computer 
contralled, Records/plays 

two dgital and two audio 
tracks in one directo, 30 
minutes of program material 
and data storage. 

Video Resolution: Standard: 
192 vertical pour by 160 
horizontal laments, High- 
resolution alphanumerics: 24 
lines of 40 characters. 
Expandability: Two peallel 
peripharal I/O expansion ports, 
which allow addition of extemal 
memory, peripheras, plus 
ecess to CPU bus. 
Potential Peripherals: 
Telephone modem. voict 
synthesizer and printer. 
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INTELLIVISION 


vend with tho: 


Sleex, styl 
2600. Supported by a host of great games, it was rathe 
hopefully egree with our final ten choices. 


B-17 BOMBER 


» RELEASED. 1702 
» PUBLISHED By; MATT 


DINER 


» RELEASED: 1707 
» PUBLISHED BY: INTV CORPORATION 


ELECTRON! 


» CREATED BY REA TINE 
> BYTHE SAME DEVELOPER: 
OZ tse eretts 
testy arcade corversors and wivle Burger Time car 
looking, feetng and... erm 


» BY THE SAME DEVELOPER: Ac 

Ol setemnneere? 
you playng tha ro! of 2 steadfast plat whose 

to take out verous Naz targets acoss mairiand E 


ROSMASH 


5FDOOM 


stand tall as one of its 


fronically) waving a black cross oxer them and xe: 
button toreleese your bombs. Yas, th 

might sound s butthe 
sratty nevative for 

eithe. The mast novel 


'e scary nhuman v 


crackled fam the Int 


that you had to eradicate 


DONKEY KONG JR 


» RELEASED: 23 
» PUBLISHED BY: COLECO 

» CREATED BY: NINTENDO 

» BY THESAME DEVELOPER: 

DONAEY KONG 

Given thatthe ‘nicl 
version of Donkey Kang was 
mt wewnng by 
ram by 


Matta — to bean a ‘oleco 
machine, it 
> say thal there 
wasn'ta lot riding on this game being 
ariything other then another botched 
‘on atternpl. Howe 
surpassing the orignal in every way, 
DK vis acolourful and smooth Intl 
Title that shows what the mashine is 
apable of. So Jurraman looks like @ 
must, Kong like Swamp Thing an 
DK Junior that ‘munkey'frem Johny 
Vegas's ads, but nonetheless 
sill some feithiul arcade gameplay 10 
be found 


wouldn't be unfair 


rking in here 


i doesn't look too shsbby 


amber a the make z 


jon's pant-destraying 
perichera that wernad you of upoomirg hazards ane! tar 


ed, 


tantly as 
ings tha 


yay onto this lis 
looking, thangs 7o ts brliant faux-2D 
help something th 
wich by kioking thi 
‘20d Bals' into a large roll at tne base of the screen. To 
make sandwich prepoing 1 
10 avcid the deathly 10 
bananas and frothy capuccings 


looks like the Pi 


jal sequel — just 
Sreath fasting and gorgeous 
Diner had you 
bury Dough 

that ere referred to 


e hazardous, you 
of franfurter auys, 


are they ale tankards?) 


by peppering them with pepper spre 


LOCK ‘N’ CHASE 
>» RELEASED 
> PUBLISHED By: NATIEL ELECTRONICS 
> CREATED BY: WATTE 

» BY THE SAME DEVELOPER 


ARMMREAT 
(O Aol recat 
ritiar, far better than the 
atiocious 2600 port. Now i's 
important te mention that Lack 'N! 


Chaseisr't necessarily better than 
Pac-Man, but it provides a novel twist 
on the gameplay ethes and it was 
fe 12 the machine, too. Lock ‘N’ 
ase has you play 
benkcbbing tomato who must 
anni’ captisa by 2 patroling group © 
primary colcured police. Itis a It 
more “Man 
and 8 antic, but to make 
‘evasion easer you hall the advantace 
of being able to close doors behind 
yeu to slow down the law enforcers 


ga colourul 
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QYBERT 


» RELEASED: 1783 
» PUBLISHED BY: PARKER BCS 
» CREATED BY. GOTTLES: 
» BY THESAME DEVELOPER: 
REACTOR 
For arcade faithfulness this 
probably es good as itgot for 


the Intellivision, end there's ro shame 
iy that berause "bert isa tour de 
force for the machine, Whileit's not 
without fs fauts and niggles (ike 


forcing you to ress the reset button 


every lime a gaine ends) what's 
herelooks, feels and plays a lot I 
the arcade machine. Exceting in the 
audio anc vistal department, fans of 
the arcade will come to appreciate 
how Parker came to wrojesale neat 


al of the elernents and ener 
from the arcace game tor 


port while somehow net making the 
gains loox like-a poorly decorated 
Chri 


PERFECT 10 


cca 
iSisisic\ 
(alaiiias| 


BUF ‘N' JUMP DRACULA 


RELEASED: | 2 : RELEASED: 19s 


MICROSURGEON 


» RELEASED: 982 


» PUBLISHED BY: MATTE : > PUBLISHED BY: MASI » PUBLISHED BY: MAGI: 

» CREATED BY: DAIAEAST » CREATED BY: MAGIC » CREATED BY: MAGIC 

» BY THE SANE DEVELOPER: > BY THE SAME DEVELOPER: » BV THE SANE DEVELOPER: 
INGKNG SAOROSANDSERFENTS eT 


/ Another quality arcade Okay, here's anather game We admit this isn't ane cf the 

‘conversion that might look a that make 
He inedulous, but iL somehow because I'S well lov 
remains pretty faith 2 orignal and is exclusive 
Gorgeous looking and great fun, frst thing that strkes you about 
Bur otol fe 


qi ‘buLfor is day it was certainty post 
modern. This hideous screenshot 
is how you'd look had you played 
ne part of dennifer Jaze 


*N! Jump is. 


‘ow great 


racing. The game has you bumpng second is how much degth and The Hitcher I's yor 
Ind jumping onto opposing cars, interaction there is, The idea is spiced in haliand panied in the 
clearing averpasses in the track ane ‘simple; you play the tule Prince of style of epilepsy, end it provided the 
tacking n some incredialy sunny Darkness anc must avoic a biting by ‘backciop for Miemsurgeon You 


fooling visuals (that change wath the: patroling werewolves and gorge an play a try probe swim 
seasons) to rescue your kidnaor wnstolk before sunrise. ‘gastric atid and orsans 10 ret 
gal, The game's music and sound ‘You could tum yourself into a bat, tur Infections, disease and tum 


effects ae a0 subime and sit sreetdenizensinto zombies (and foam the body, cleverly 
‘the look of the game brilliantly. So if contrel them with the second oad) through the blood stream 
youre a fan of Data East's carly and play knodkedoorsun and wat 2u mewe quicker Gwen ts 
rocer then youl find aio li the hormesrine's oo al the runing slow pacing, the came naot isnt 

xs pressive Intell Version Nothing complicated he mates it 


there s is presered bniliantly popular among colectors 


DEMON ATTACK 
RELEASED: 1982 

>» PUBLISHEDBY: MAGIC 
CREATED BY MAGIC 

> BVTHE SANE DEVELOPER: SAFERAGIFR 


This was a really citficultdecsion; it was a toss 

betwean this and Defenaer Bath ae 
booth tear shrads into the Atari ports: (0 
How 


wp 
tastc games, 
ally Doon 

vever, Demon Attack just pips it79 the post. Why? 
ust look at it I's @ beautitu|lookeng version, it has 
fetalled banklron graphics af th aoe and the 
th in the distance [giving us a nice reminder of what 
actually fighting fon The most notable extra the 


the the shi 


screen, it proves an 
g 


> RELEASED: 1780 

» PUBLISHED BY. MATTEL ELECTRONICS 

>» CREATED BY: MATTEL 

» BY THE SAME DEVELOPER: KO01-AIDMAN 

4f) A fantastically quirky came, Horse Fa 

fo: allow you to bet on 
jorran) that 

c, but lke a 


might sound as aopealing es running into wat 


lotof thes games wate tindng that when you 
actully soratch at their surtace thay \sually fantesticaly 
well put together, end Horse Racing's one such ttle. In ts 


hesrt i's probably best appreciated es a maltiplayel game, 
it's essentially one of those Kerzucky Derby machines you 
occasionally .ging out with the 2p machinas in the 
nreaden, Ye ye allutter onthe g 

and even as Ie with the ad of 
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METAL SLUG (ARCADE, NEO-GEO, 


Uniquely for the tine, 


the same 
unlimited 


tata Loading Fappens ary 
tnd dteninPS Neat Sy there 
i ‘of Mission. 


METAL SLUG (PLAYSTATION) 


As it became cleer thet the Neo-Gi 


aand 
Me Out a 
sition, despite 


Japanese, and t 
provide the 


IO 
SLUG 2. (ARCADE, NEO-GEO, NGCD) 


Despite being little more than @ new sat of levels far the fest game ms 
six this Ume tather than fivel, and intoducing two features thet bes ae 
ont sos un the ene series, Metal St 2's sti pretty good fun. 
no purpose at all you © ow select from four characters (gins a ek 
joining Metal Sug 7's Marco and Tarmal, all of whom play identically, Much 

nore worryingly, MS2 marked the dabut of zambies and fat made, two new 
Trandons tat tok the fastmanng,al-ston gameday ofthe orga and 
slaved ittoa hole ginding caw nd 

Fe ely, zombies are restricted to one short early s: ‘ 

predilection for chee lazy sections where you atrary held wp on a sn 
een shooting waves and waves of identical enemies for an age hole 
event awed to rove on nstzad, you gat wellconzeived, most 
stages. ough but air basses, couple of new weapons ply wih a 
game thet stays fun all the way to the end. k's even got the kest plot 


C5 39/92 == 


ticn and fat mode 


, J 
METAL SLUG: 1ST MISSION (NEO-GEO POCKED 


Initially it's hard to ook st Mota Slug: tat Mission with anything but 
disappointment. Despite funning on dedicated SNK hardware ~ the cute 
but shortiived Neo-Gao Pocket — the visuals are sparse and crude, and 
the handhola's two-button controls meant that you had to manually togge 
between firing your uns and throwing grenades with an ungainly lurch at 
the Start button. But cnce you forgive ft for nat really beng Metal Shy 
‘Mission quickly shows itself to be a cute and inventive little platform shooter, 
The best change is that there are 16 missions 10 batle though, mast of 

them just as long as a typical coin-op stage. Other significant 
that you have an enercy ber instead of one-hit ves, and your goal is simply 
‘getting to the end, with no scores tallied. (You da get saves and contin IGS, 
luckily) There are lots of cute touches, like being ceptured a having to 
scape frcm a prison camp, or ejecting rom your plane when it gets shot 


own and having to play a parachute mini-mission, and the game is fresh and 
$C a likeable all the way th 


METAL SLUG X (ARCADE NED CED, PLAYSTATION) 


It might onty be 2 toughened-up ramix af Me 
schema, a few different 


differences are 


Slug 2- a new colour 

and bosses, and a handful of new weapons 
ware pretty much all that differentiated MISX from MS2—chuned out 
‘uickly to squeeze more money outof gulible fans, but for disceming Sku 
aficionados this game was the series’ high point for @ long time, especially as 
far as home gamers were concerned 

Interestingly, Metal Slug X didn't get a Neo-Geo CD release, and it would 
bbe two years before players would have the chance to tackle MSX's Combat 
Schoo, and more basics. The 2001 PS port of MSX includes the usual 
Combat Schoo! with its Pin Point and Survival gamnes, but it also gets Another 
Mission, an all-new made in the vein of Another Story, but this time featuring 
around 20 mini-games, In these you agan have to play Metal Slug in very 
unfamiliar ways, often in new scanary net present in the main garne and often 
involving being unarmed, 

You might have to climib to the top of the stone tower from Mission 2 
Aageinst the clock, or guard 2 baby ftom alien attack as it crawls from one end 
of @ single sareen to the other, oF le je to missile to roach the 
end of a short scroling stage. (There are also more traditional challonges, lke 
shooting down attacking fighters from @ tank or with the heavy machine gun.) 

Getting very challanging as you progress through it, Another Mission is 
practically @ whole game by itself, and allied ta a good care game and the 
other two modes makes PS Metal Slug Xa hefty package. 
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METAL SLUG 4 (ARCADE, NEO-GEO, PS2, XBOX) 


By the time the fourth rele: 

wn the dumper and remained © 
a game that 
different, save for a quickly abandoned rredal- 


more handled the 
than its 


still :@ ho 
pockets, but it was slightly lass bitterly unfairthan MS3, as 
\d smaller generally, with less branching 
would normally be a tad thing but isn’t vi 
tal Slug 3 for you foundation.) 
9 stil everywhere, though, and to date 
game of the series. (This reporter has @ 
ns always a game betind 
fers buy something that got good 
jons aut on th 


substheme. Its 


cause whan pi 
out to be a bad game, they take their fn 
we don't really have the r 


jes — bus 
punted out in a hurry at budget pric 


, and have no 


Combat School 


In most respects, Mots! Slug Ackance i st radival and in 
al the Slug fed very much with its target plat 

aly similar to ts predecessors but in fact hes very 
and goals, The n 1 from the IV SI 
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METAL SLUG AKA METAL SLUG 3D 
(PLAYSTATION 2) 


Here, on the other hand, is the bia 
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re sing same 
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METAL SLUG 7 (DS) 


The latest Metal Slug is 2 sort of funny litle hybrid. It takes: 


that was goo 


game in tho 
around the core 

tabilties), combining 
fiom the spin-offs, all 
bite. 


high-score tables for the main game 


three diff culty 


igh through to she end 
an on one credit 
na bunch of minichalenges, there's something 


ers oF take 
different w dc you load etal Si 
ay value, even for hard 
fundamental values, dumping all 
up tothe max. After a decade 


of e breath of fresh alias 
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fine: 
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Gerous; Ma 
's one of the finest 2D f 


spected inside the 
beat ahaa a oe Theron Just Defend ‘Super Moves 
5 The T.0.?, (Tactical Offence Position) The dust Defend technique might Geraubas two tiers of Super Ma These allow characters to cancel aut 
baris a great addition te the the bi nse of risk and re\ id @ few seer of aspecial move ng both 
series. Players can place theTO.RBer of Sweet cd Strike sin ones are & Power anc P-Power. and B buttons atthe very st 
atone ol three points on their energy it The S-Power allows characters to performing it, effectively tel 
barlfrrt, mide or end), The system it perform a weaker version of @ Super attack, Thus arove a groat 


works by heightening the player's performed correctly it averds players ind the P-Powerallews them confusing an epporent and punishing 
ppowors all the time their energy I witha slight chunk of health andthe toperforma powerful version oftheir them royally with a devastating flurry 
sits within the area of the T.0.P.Bar. chance to quickly perform 2 counter, Super Mo of kicks and punches. 
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WHY IS IT A CLASSIC? 
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Sheking up the Fatal Fury franchise briliantly, in Garou SNK dropped 
many ofthe fighters that had appeared In earlier Fata/ Fury games 
{only Terry Bogard remains from the original line-up) but respectfully 
replaced them with students or offspring of previous fighters. Aswell 
as shaking up the character raster, SNK also tweaked Fatal Furys 
‘gameplay by dropping the ewkward dual-plane systemand adding 
all sortsof wonderful new mechanics to the series, If we had to puta 
finger on why Garouis such a classic, though, we'd point atthe fact 
thatit’s the most balanced! 20 fighting game in existence. 


Setten years after Real Bout Fatal Fury, Garou's main story arc follows 
Terry's relationship with Geese’s son, Rock. Following Geese’s death, 
Terry adopts Rock and mentors him in the ways of Hakyokusaken 
martial arts, Meanwhile a nevw threat infects the straets of Southtown: 
Grent, acolessus of arman whose fece is shrouded by a demon 
Halloween mask; and Rock’s uncle, the peneil-suitad Kain R Heirlein, 
wha wishesto continue Geese's legacy, Heinlein is the better of the 
two bosses, but can only be fought by getting @ AAA rank average 
during the game, or sneakily inputting a code. 


All ofthe stages in Garou look utterly fantastic, and most of them are 
brimming with animation and colour and all this impressiveness 

is chugging from a 18-year-old piace of hardware, remember! While 
we do have a reallove for Rock's stege, if only forthe fect that the 
background music is clearly a mix ofthe Robert Miles'strack Children, 
Wwe have to hand itto Terry, whose fights take place alo'ta speeding 
train. With each round that passes, the hackgrounds change 
‘great touch, and shows the effort and meticulous attention to detail 


that SNK putintathe game. 


ita 


BEST MECHANIC 


STANDOUT MOMENT 


Garou/s cheracter roster of 14is somewhat meagre when compared 
oother beat-em-up games, but each characters wovdertully 
balanced, meticulously designad and arimatas beautifully ~the game 
isincredily slick in that department. While we do have a fondnass for 
heavy-tringed sociopath Freeman, we'd probably have to hand this 
particular honour to Rock Howard, As well as being a great all-round 
fighter, Rock's move sets @ mixture of his late father Geese Howard 
and Terry Bogart's fighting styles, making hima fitting legacy of the 
feud between Geese and the Bagard brothers, 


a 44 Look! 
- Attacks are activated 
when life enters the area. 
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Ofthe many new mechanics SNK introduced in Garou, the TOP System 
(or Tactical Offence Position, to give itits fulltitle| deserves the most 
lip service. Sefore the first blood is drawn, players must place the TOP 
bar at any ane of three points on their energy bar, when their energy 
Javel sits within this TOP Bar range during the fight, their powers are 
increased and a TOP Bar Special attack is unlocked. Players can also 
acjust the size ofthe TOP Bar; the smaller they make i, the greater 
damage it inflicts. The TOP Bar essentially throws each player ¢ lifeline 
during the fight and adds a sense of strategy to the combat 


While most Capcom brawlers opt to dazzling gamers with pyrotechnics, 
fireballs an the lke, this can sometimes result in wizard-like dust-ups 
bbotwoon both fightors as they throw projectiles from apposite ands of 
the sereen, Most SNK brawlers, though, and Garou especially, opt for 

‘4 more grounded approach to specials and attacks, allowing for more 
bratal and intense feeling fights, But realy i's the sheer speed and 
fluidity at which Gareu’s action ebbs and flaws that proves the most 
Vital ingredient to its overall quality; allows for the combatto feel 
precise, and moves end controls to feel far more responsive and soli 
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THE MAHING OF: 


In a rare interview with Japan's godfather of videogames, 
Jonti Davies speaks with Tomohiro Nishikado about the birth of the 
game that triggered a revolution 30 years ago. 


‘or a man who single handedly tuned his country 
intoa nation of videogame junkies, and without 
whom Shigeru Miyamoto claims he would not even 
have joined the game industry, Tomohiro Nishikado 

is a surprisingly unassuming and down-to-earth kind of chap. 
Since 1996 he’s been running his own operation, a 22-strong 
development studio called Dreams, just down the road from 
Sega in Tokyo. lt’s a quiet and unnoticed developer that seems 
to be deliberately avoiding the limelight — the discography on 
Dreams’ website is nothing more than a list of generic terms: 

‘Action game for PS2,, ‘Communication game for DS’, and so on. 
So it’s quite odd to think that 30 years ago, when in his tenth 
year at Taito, Nishikado alone produced a global phenomenon in 
‘the mesmerising and boldly innovative Space Invaders, 

Let's head back to 1978. “Atthe time,” says Nishikado, “the 
block destruction [Block Kuzushi] game Breakout was really 
popular in Japan, and | was hooked on it myself. d made a few 
games up until that point, but when | experienced Breakoutit 
made me want to drive myself to develop a geme that would 
surpass fi.” But where many developers would have been more 
than content to code a superior clone of Breakout with a few 
clever enhancements (which is precisely what another Taito 
designer, Akira Fujita, would do a decede Ister|, Nishikedo took a 
completely different stance as he sought to surpass the addictive 

“pat, ball end block-breaking’ system of Atari's 1976 classic. 

Thanks to his keen percaptive powers, Nishikado was able to see 

beneath the surface of Breakout and identfy the mechanism that 
was causing him and so many other young Japanese to put their 
100-yen coins in the slots of Atari's cabinets. 

“For me,” Nishikado elaborates, “the really interesting element 
of Breakout was the art of deciding on a number of targets and 
that sense of achievement you'd get from destroying a whole 
group of blocks simultaneously to cleer the stage. | analysed 
the exhiloration players felt when playing Breakout like this and 
| eventually decided to capitalise on this |gameplay design] 
by trying my hand at a shooting game where Breakour's 
quadrilateral targets would be replaced with targers that had 
more interasting forms.” 

Had Teito's top man not told Nishikado to make changes to 
the design of his project, Space Invaders would have ended 
up with people taking the roles of those “interesting forms’ 
Nishikado was looking for. “During the development 
process, | had the enemy targets set as humans,” 
hereveals, "but Tato's then-president told me to 
stop using humans in such a way. |nitially thought, 

‘Okay, if substitute the humans with monster-like 

creatures, that should work out fine’. But then I saw 

@ newspaper article saying that Star Wars had been 
extremely well racaived in America, 0 | decided on 
using space aliens instead of monsters. Star Wars 

had just hit the theatres in America and was about to 
be premiered in Japan, so there was a bit of a ‘space 
boom’ happening. And that’s why | opted to make my 
game's targets aliens from outer space.” 

With that settled, Nishikaco continued with his 
work as an independent entity within Taito, which 
is how he liked to operate in those days (even 
‘today, he seems to value autonomy: his Dreams 
outfit works with/for 29 or so Japanese soft cos, 
maintaining complate independence). Apart from 
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the cabinet design and some sound work, Space Invaders wes 
exclusively Nistikado's baby: “Jet a new employee work on 
the sound source and produce Space Invaders’ audio effects, 
butapart from that, all of the ather work ~ namely the planning, 
the design, graphics design, coding the software, building the 
hardware —| did entirely by myself." He managed to turn the 
‘game around in remarkebly quick time, especially given how 
his first/ob was the daunting task of producing his own 
evelopment tools spacifically for this project: “From 
the initial conception of the idea right through to 
the completion of the game,” Nishikado confirms, 
“Space invaderstook me approximately 12 
months to produce.” That wasthe year that 
was. 

Having joined Taito with a degree in 
Engineoring from the electrical engineering 
focused Tokyo Denki University, Nistikado 
was apparently seen within the company as 

something of a go-to man for any hardware- 
related tasks. His first three games for Taito - 1970's 

Skyfighterand its sequel the following year, and 1972's 
Borderline - were all mechanically operated creations; 

games without screens. Nishikado’s great skill was to 
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improvise with existing materials and create something that 
was entertaining and challenging. With Space Invaders, however, 
he realised that his new project was too ambitious for the 
technology and software he had to hand—new tools would be 
required, and who better to produce them than the engineer- 
programmer himself? 

“There really was no microcomputer hardware in Japan 
during the Iste 1970s," Nshikado laments, "so | used American 
hardware [including the Intel 8080 CPU] as a reference point 
and then tock it upon myselfto remodel it. Also, there was 
no game development environment 10 speak of, so | began to 
create my own developmenttoo's from scratch. | drew up a 
rough specification document and started programming whi 
consulting that paper, but | was thinking about the efficiency 
af the tools | was meking more than anything else, which 
complicated things. Because of that, | would create and program 
an original development tool and then realise that 'd soon need 
another tool as well, so (i build that from scratch next... in the 
end, this process tock up about half of Space Invaders’ entire 
development period.” 

Those six months of preperatory work were, of course, quite 
worthwhile. The limitations of 1978 vintage hardware and 
memory capacities caused Nishikaco no end of headaches, 
though. As he worked towards realising his Star Wars inspired 
dreams of a game to tap into the space boom, he was also faced 
with the reafsation that capacity and power were at a strict 


premium. Sill, Nishicado accepted that he had to work with 
what was available, reconfiguring and reworking until he had 
the tools and hardware required to get the Space Invaders he 
could see in his mind's eye onto a monitor. Ever the innovator, 


Nishikado says, “I drew a plan for the screen layout on paper 
and then put that up on the screen, but if| wasn’t happy with 
it because it didn’t look good, | would have to start drawing 
‘a new frame action and put that up as a replacement, and so 
on, That was the process | was using—I really wasn't able to 
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draw any good results that way, though. So in viaw of that, | 
created something that these days we teke for granted: paint 
tools, whereby | could use a light pen to easily make corrections 
to the craphics. This enabled me to complete the graphics with 
ease and in relative comfort. | think that, at the time, this was a 
groundbreaking development tool.” 

‘Thanks to his inventive time-saving measures, Nishikado 
was able to work with greater efficiency once the groundwork 
had been done and his development environment had been 
established. And as his processes became smoother and less 
jarring, it becarne much easier for him to express influences other 
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uppermost enemies | was thinking of squids. | was imagining the ih Hehehe idly arate 


enemies as marine life. The aliens’ movement was basic because 
of the low memory capacity | had to work with, which meant | 
could only program two patterns fo’ movernent], But | felt that in 
some ways, simple was best.” 

Its probably just as well that Nishikado was content (to a 
point) with simple design, because the spacs of the Space 
Invaders hardware would allow nothing greater. Getting the 
harchwere properly and advantageously configured was in 
itself a great and time-consuming challenge: “For the base CPU 
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Monitor. | used the one kilobyte of static RAM available at the 
time to compose 64 units of eight kilobytes each lined up for 
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the program area, but the 
performance was very bad 
and | remember occasions when 
data would become corrupt because 
of static noise. Nowadays, developers 
have gigabytes of memory to work with 
but atthe time | only had Kilobytes...” 

In spite of those trying imitations, Nishikado must 
have realised that he had a hit on his hands when groups of Taito 
employees began gathering 2t his desk for a go on the prototype 
version. “Once the game was close fo being finished, quite afew 
people from [Taito's] development division were so pleased with 
it they began to play it regularly,” he smiles, “However, because 
they were playing Space invaders using my development tools, 

I wasn't able to get any work done while they were playing, 
Which bothered me a lot. Having sald that, although I developed 
Space Invaders alone, | think that in the end it was improved 
and perfected thanks to consultation with the people who were 
playing the game arcund me.” 

While the floor-level workers at Taito were rightly impressed 
with Space Invaders and were the first people in the world to 
become hooked on it, the ‘Suits’ were, according to Nishikado, 

a picture of doubt and scepticism: “In those days | was given 
complete freadom to work on gamesas | saw fit, so at the start 
of the project no one expressed any oppesition to the idea. Along 
the way, though, | had to explain - mostly to businesspeople and 
salespersons — the game's shooting system and how there wes 
nothing else to compare it with at that point. | had to cutline how 
being invaded by these aliens would result in a game over, how 
enemies would shoot at the player and so on. That wes difficult; 
they generally didn't give Spece Invaders good evaluation 

—they didn’t seem to rate it very highly.” 

Part of the execs and salespersons’ problem with the game 
was thatit did something unusual; something they either couldn't 
comprehend or simply didn’t see as an appealing factor ina 
project they were backing: “Up until Space Invaders, shooting 
games didn't feature enemies that would attack the player” 
Nishikado explains. But that wasn't the only feature that met with 
doubting voices: “Alco, even if you still had missiles remaining, 
if the Invaders got to the bottom of the screen and successfully 
carried out their invasion, it would result in a game over. To tell 
you the truth, both of these features were vehemently opposed 
by the sales and businesspeople...” 

The final build of Space Invadlers setisfiad tts creator to an 
extent, but Nishikaclo had some ragrets even as soon as the 
game was in the wilds of Japan’s'game centres’ (the places 
we'd call arcades). “The capabilities of the Space Invaders arcade 
hardware were really low,” Nishikado sighs. | wanted to produce 
colourful images, but it just wasntt possible with that hardware 

80 as scon as the game was complete, | began to develop a 
plan for new high-level hardware." initially, that wasn't possible, 
80 the game appeared in monochrome ferm. Eventually, Taito 
came up with an ingenious solution that went some way towards 
placating Nishikado’s desire for a colourful game: multicoloured 
cellophane screen overlays were placed aver the displays of 
existing cabinets, Over in the States, Bally/Midway would pull the 
same trick with its upright cabinet, 

While Space Invaders was by no means a rushed job — in spite 
of completing work on the game in just 12 months, Nishikado 
Was not working to a set deadline as such — the limitations of the 
technology at his disposal meant the final build was not quite 
where he wanted it to be: “For one thing,” says Nishikado, “I 
really wented to include 2 feature in the original Space Invaders 
where the Invaders would spit up and form groups... but at least 
this ended up appearing in Space Invaders Part.” 

If Nishikado was slightly unimpressed by his own production, 
the same could not be said of Japan's population at large. 
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Tapping into the tremendous local interest in science fiction, 
Space Invaderswas very much ofits time —a 1978 vintage 
game for the inhabitants of Japan in 1978. The coin-op was an 
instant hit, zapping games right into the core of Japanese culture 
and even reportedly causing a shortage of 100-yen coins as a 
by-productof its phenomenal success. When we mention this 
myth/legend to Nishikado, he seems like he wants to laugh it 
offs a fanciful exaggeration, but it definitely holds an element 
of truth, as he concades: “The effect of Space Invaders was 
certainly noted among businesses using 100-yen coins a lot, but 
I don't know whether the coins actually became less common 
because of the game...” 

Nishikado can’t take credit for the housing of his PCB, mind, 
as he had nothing to do with the coin-op cabinet’s design: “The 
cabinet was designed and produced by a separate team,” he 
says. Like the Western versions of Space Invaders manufactured 
by Bally/Midway, Teito's Japanese Space Invaders cebinets 
were eventually presented in different flavours ~some upright 
machines, some in a cocktal-table style, After some comparison 
work, Taito’s preference was forthe table format, as Nishikaco 
relstes: “Originally, the cabinet was intended as an upright 
design. The table type cabinet saved a lot of space, though, £0 
that version ended up supplanting the upright model.” 77, Space 
Invaders, as it was dubbed by Taito in Japan, was a sensationally 
popular machine. Later on, however, Taito would release an 
upgraded varsion of the upright, which would ultimately prove to 
have a longer Ife in Japan’s quickly changing game centres. The 
later addition of proper colour graphics (a notable improvement 
on the ‘black-and-white graphics with colour overlay’ solution) 
cemented Space Invaders’ place as a ‘safe bet’ in bars, came 
centres and other locations. 

The legany left by Space invadersis so immense and multi- 
branched that it's almost impossible to quantity the game's 
influence on the world. It has appeared in countless TV shows, 
either by way of a passing reference or as a central theme; ithas 
provided the impetus for numerous musical projects (search 
Google Images for the sleeve to 1981 dub LP Scientist Meets 
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the Space Invaders); it has even inspired artistic movements. 
Yet in Japan, the game itself was — like most trends here, it has 


é SYSTEM: 
10 be Said ~z relatively short-lived phenomenon. On the one ies 

hand, Nishikado reckons: “Sales of Space Invaders were really 

much higher than | had anticipated.” But on the other, matter of » LUNAR RESCUE 
factly, he tells us: “The following year, once seles of the geme SYSTEM: ARCAL 


had started to decline, | was asked to produce Part Il, which | WEARS 1978. 


developed dutifully, but it wasn’t such a big hit [as the originall.” 

1978 was a hugely significant year for Taito and garnes in 
Japan in general, butin terms of the volume of notable games, 
it would be superseded year on year thereafter. As early a3 
1979, Nishikado was seeing his compatriots gaining ground, 
evenif much of the basis for their successes had been laid by 
Space Invaders and what Japan collectively termed the ‘invader 
game boom: “When | saw how smoath the movernent was in 
Namco's Galaxian—and how colourful it was, too—| remember 
thinking Space Invaders had lost Ithe battle]. There were 
many shooting games that used Space Invaders es a basis 
after that,” Nishikado concludes, although he doesn't 
sound at all bitter about that situation, Without Space 
Invaders, there's @ chance that Japanese shoot‘em- 
ups would not have developed, or at least not in the 
amazing way they did during the 1980s and 1990s, t's 
not merely Taito that owes Nishikado a (metaphorical) 
debt, butalso the other Japanese developers [Namco 

ith Galaxian inclucled) who took inspiration from Space 
Invadersand, on a global scale, the millions of people 
whose first experience of the power of videocames was 
the heroic act of saving the Earth from Invasion by pesky 
alians who were wont to scuttle their way towards the 
planet's surface. 

‘Nishikado isn't keen on the latest examples of shooting 
games — “In recent years, | think that such games have become 
100 difficult end too centred on catering to enthusiasts,” he tells 
us ~ but he remains committed to the enduring phenomenon 
that began in his office at Taito in early 1978: "I stil want to make 
simple shooting games,” ha smiles. 
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